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PC SIMS...A SUP I 

^ TNmW THE THINK 1 



THE MOST ADVANCED SOFTWARE 
ENTERTAINMENT EXPERIENCE 

Take charge of an entire planet from 
its birth until its death 10 billions 
years later. Guide life from its 
inception as single-celled microbes 
to a civilization that can reach for the 
stars. THE LIVING PLANET Inspired 
by James Lovelock's Gaia 
| T^fiypothesis, 

^iyH simulates the 

Earth as a 
^fffljmi single living 
\ (J_ organism. 



TANK 

Set in the near future, as an alternative reality, 
Battle Command is an arcade/strategy game in 
which the player controls a single "Mauler" 
Assault Tank in one of 16 scenarios (missions) in 
the ultra war, fought between two dominant races 
in the new World. Such are the defensive 
capabilities ol each side, lull scale attacks are 
suicidal, so any offensive moves are, by 
necessity, small "behind the lines" actions 
performed by elite troops in specially designed 
vehicles. The Mauler is the latest such machine ■ 
capable ot being lifted in and out of hostile 
fc« territory hy last 
RgMiArLViilstealth choppers 
■8£JHP^Hand armed with the 
^Bt^kg^nost advanced 
flB ■weaponry the 
wtr ._. y " Northern scientists 

w can devise. 



ALL AVAILABLE 
FOR YOUR IBM PC 



ERIOR SPECIES 



THE RIGHT 

^STUFF^ 

F 29 Retaliator presents the tastest and 
most detailed graphical enviroment ever 
seen in a (light simulator. This is the only 
flight simulation to provide 100 complex 
missions over tour intense battle 
senarios. The only (light simulation to 
provide detailed daily war update 
reports. The only tlight simulation to 
present the latest in aerodynamic 
technology introducing ECOP cockpits, 
I m . backwinder 

A A M S , 

V ^ supercruise, 
Ajf stealth and 

m0PB! FZ9 
St \ ^ Retaliator is that 

r . t flight simulation. 



GUN 

LAW 

"BILLY THE KID" is a one or two player 
action/strategy game set io the Wild West, 
which allows the player to assume the 
identity of either a gun totting desperado with 
a heart ot gold , Billy himself or his ex-best 
friend, sharp shooting, law abiding pillar ol 
the community. Sheriff Pat Garrett. They are 
in love with the same woman and ultimately, 
in a nail biting climatic finale, are goiog to 
end up pointing guns at each other. Only one 
■ • , . character can 
: walk away from 

\~^3hf) % Uiis showdown 

m THflTS 
^4k.y° FTHEWEST A 



OCEAN SOFTWARE LTD, 
6 CENTRAL ST, MANCHESTER, 
M2 5NS.TEL: 061 832 6633 
FAX: 061 834 0650 



STRATEGY...REALnY... 





Heralded the American computer 
role-playing game of the year! 

t Based on 



Megatraveller by 
Game Designers 
Workshop, the 
world's most 
popular science- 
fiction gaining 
system. 



Twenty-eight planets and 
satellites to explore in eight 
systems tilled with exciting 
puzzles, dangerous subjects and 
interesting characters to 
encounter. 

"Megatraveller 1 is one of the best 
science-fiction role-playing 
games ever for the computer" 




system ever devised: 
five military classes, 
more than seventy 
talents and 
abilities. Allows 
player to control 
character development 
through five services: Army. Navy. 
Marines, Merchants and Scouts. 

TAKES SCIENCE FICTION SOLE-PLAYING LIGHT YEARS FORWARD 



selling book has now 
turned 

into the no. I best 
selling game 



'Megatraveller 1 ( a game that 
The most sophisticated truly warrants the highest level of 
character generation praise, the attention to 

detail makes it 
exceptional" 



Dragon magazine US and 
Quest Buslera magcmne IIS) 



Team Yankee is the definitive action simulation of modem tank warfare* 
"Team Yankee.... the critics' choice" 

Team Yankee is designed to test your leadership and tactical skills to the 
quick. 

STRATEGY PLUS 

This is a game and a half! 
The use of four screens in 
one is simply brilliant - at 
times its almost like / 
playing on lour 
computers at once! /. 
I quickly found / 
myself hooked on a 
genre of game / 
which previously iH^Bb 
held no interest. 



AMIGA FORMAT 

Team Yankee presents a game, 
in a sims clothing, which when 
dealing with tanks has to be the 
perfect approach' 

ACE 

The blend of thought and 
reflexes required to play Team 
Yankee is exactly right! 



ST FORMAT 

Hunting the Red Bear has never 
been so much fun! 
You wont be able to tear yourself 
away from Team Yankee! 




AMIGA ACTION 

The tanks have been superbly 
animated, with great attention to detail! 
This has to be a must for everyone! 





EMPIRE SOFTWARE, 4 THE STANNETTS, LAINDON NORTH TRADE CENTRE, 
BASILDON, ESSEX SSI5 ADJ. TEL: 026B 541212 
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E.Motton, the complete game 
from US Gold, and fully-playable 
demos of Kaiko's Gom'X and 
Ocean's Elf. Here's all you need 
to know to extract hours ot fun 
from the two value packed Amiga 
disks that grace the front cover. 

LETTERS 

Thanks, complaints, suggestions, 
queries, tirades, pleas... The One 
readers have always been a 
vociferous bunch. 

NEWS 

Golden Joysticks winners, a new 
hand-held console from Sega, 
and the hottest games news. 

COMPETITION 

Fancy a round of golf? Then try 
and win yourself a luxury golfing 
weekend courtesy of EA. 

CYBERZONE 

Kati Hamza gets exciled at the 
prospect of the first Virtual Reality 
television game show. Come on 
down and read all about It. 

FUTURE FLIGHTS 

The Electronic Battlefield System 
promises to revolutionise flight 
simulators. Rik Haynes Hies over 
to the US to find out why. 

IN DEVELOPMENT 

Top Industry Talent got together 
Stateside recently for an 
International software developers 
conference. Steve Cooke, the 
man in the know, got invited 
along, and tells us all about it. 

ONE ON ONE 

Rik Haynes interrupts the busy 
schedule of Bullfrog Boss Peter 
Motyneux. to get the towdown on 
one of the most successful 
development teams. 

CDTV 

Is Commodore's new CD-based 
machine the ultimate in computer 
entertainment? 

VEKTOR GRAFIX 

The road to fame has been a 
hard one for top 3D development 
team Vektor Grafix. Alastair 
Swinnerton talks us through the 
ups and downs 
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One of those disks 
taped to the cover of 
your favourite 
magazine contains a 
complete copy of one 
of last year's classics 
- so don't hang 
about, pop it in your 
disk drive and away 
we go... 

■"L magine a place where the law 
I of inertia rules. A place 
L| inhabited by nothing but 
spherical cells, abstract obstacles, 
and You. In this shapeless universe, 
trouble is brewing. The cells that 
inhabit it are slowly but surely 
becoming unstable, and before long 
they will explode taking everything 
else with them. 

Welcome to the weird and won- 
derful world of E.MoHon... 

With those words, printed back in 
Issue 1 8 (March 1 990) we ushered in 
The Assembly Line's classic of 
surreal gameplay. Now. thanks to 
unique cooperation between The 
One and US Gold, we're bringing 
you the opportunity to become 
'E.Motion-al' all over again. 

E.Motion is a game that's easier 
played than described, but here 
goes anyway... 

The player takes control of a 
spherical Asteroids-sty\e spaces- 
hip, which is rotated by use of left/ 
right Joystick movements and 
thrusted forwards by pressing 'Fire' 
- but any resemblance to other 
computer games begins and ends 
there. 

Although most of the screen 
backgrounds differ in some way, the 
object is always the same: to get rid 
of the coloured spherical cells - and 
fast! By manoeuvring the craft about 
the screen, it's possible to bump two 
cells of the same colour together, 
thus making them disappear. Sim- 
ple, eh? Don't you believe it. 

Allowing two conflicting colours to 
touch creates a small pod of another 
colour (for example, a collision 
between red and blue could cause 
the appearance of a smaller green 
pod), which is something of a 
double-edged sword. Collect this 
new pod quickly and it tops up your 
energy level (shown at the top of the 
screen), leave it for too long 
however, and it grows into a new full- 
sized cell. Now, just to makelife even 

more difficult, you can't get rid of this 
new arrival unless you deliberately 
create another cell of the same 
colour for it to collide with. 

Worse still, time's also against 
you. The unstable cells constantly 
pulsate, throbbing faster and faster 
until they reach critical mass and 



THE DISK 





explode causing severe energy loss, 
You may have enough stored 
energy to survive a complete 
meltdown, but as any more than 
three exploding cells is enough to 
completely drain a full supply, it's 
best to keep yourself topped up by 
creating and collecting energy pods. 

Fancy a further challenge? Well 
you've got it, as the going gets even 
more complicated on certain 
screens when the cells (and - in 
two-player mode - occasionally the 
ships themselves!) are connected 
by elasticated 'cords'. Moving one 
cell creates a chain reaction wher- 
eby everything connected to it 
follows, with the force of inertia often 
causing things to fly about wildly. 



THE TENSION IS OCCASIONALLY relieved slightly by 
the appearance of Inter-level bonus sections. The 
object here is to collect the point-providing blue pods: 
do this, and one of the pointless yellow pods randomly 
turns to blue for the task to continue. Later levels see 
you collecting one pod to make another appear 
elsewhere on the screen, while others feature 'bad' 
pods which end the level prematurely. And of course in 
all cases there's a strict time limit. 

CONTROLS 

Joystick Left - Rotates the ship to its left 
Joystick Right - Rotates the ship to its right 
Fire - Thrusts the ship in the direction that it's 
facing 

Joystick Down - Performs a quick 'about 
face' 

P - Pause 
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Here's what we said way back when... 



"There's a fine line between abstract and obscure - 
and £ Motion sils very comfortably on it. It's one of the 
more bizarre games yet seen, but not in terms of 
gameplay - that's different alright, but it's still pretty 
clear cut. What's really weird is the atmosphere 
generated by the unique graphics and sound. 
Visually, everything's perfectly simplistic - there's 
nothing on screen that isn't needed, and the use of 
lurid colour creates a feel of an unreal 'fourth 
dimension'. Thesound is moreatmosphericstill - the 
music is very New Age. but it's the in-game effects 
that really do the job: each effect is a musical note, so 



In two-player 
mode It's vital 
that you work 
together with 
your buddy. 
Most ot the time 
you can work 
independently ot 
one another, but 
problems arise 
on certain 
screens when 
you're joined 
together by 
elastic! To make 
matters worse, 
on some levels 
both ships are 
the same 
colour, making 
it quite difficult 
to tell who's 
who! 



it's not uncommon to hear accidental tunes during 
play. And to add to the abstract feel, an extra life is 
accompanied by a spooky organ fanfare. E. Motion's 
a work of genius in the gameplay stakes - well up in 
the Tetris league. It's all down to a fine btend of 
manual and mental dexterity, and some of the 
screens are so fiendishly designed that they seem 
impossible - until you accidentally stumble on the 
way to do it and it all suddenly seems easy. Until the 
next screen... It's tough - sometimes taking you to 
the brink of frustration, but never tipping you over it. 
Simply un-ball-ievable! 



LOADING, 

PROBLEMS 

AND 

FAULTY 

DISKS 

Loading E.Motion 
couldn't be easier. 
Simply Insert the 
disk into the internal 
disk drive and turn 
on the power. The 
game will now load 
and run auto- 
matically. 

Should you find, 
however, that your 
game will not load, 
remove all ext- 
raneous external 
peripherals 
(printers, extra disk 
drives and so on) 
and try again II the 
disk still refuses lo 
load, then it's pro- 
bably faulty — in 
which case, simply 
pop it Into a jiffy bag 
or padded envelope 
and send it, along 
with your full name 
and address, to: 
The One 
E.Motion 
Replacements. 
T.I.B. pic. 
TLB. House. 
11 Edward 
Street, Bradford, 
Yorkshire 
BD4 7BH Please 
allow 28 days for 
lelivery. 
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AMONDS ARE A GIRL'S 
11 BEST FRIEND, or so they 
1 say, and when Kiki Is the 
girl, who's going 
to argue? Kiki is the star of 
Japanese programming team 
Kaiko's first game on these 
shores and The One is bringing 
you a completely playable preview 
of this brain-busting puzzler. 
How's that for service? 

What do you get? Well, a 
complete level of gem-colouring 
puzzles await you (a few of which 
are especially created for The 
One and won't appear in the final 
garnet!) along with the sampled 
sounds of Kiki and her friends. 

The full game will contain over 
400 levels with an Oufflun-style 
choose -your-route screen at the 
end of each allowing for plenty of 
variety every time you play. 

LOADING 

Simply put the disk in the drive 
when the Workbench screen 
appears and select Gem'X from 
the menu. The program will now 
load automatically. 



00019 
&f,i2- 00021 





What, there's more? 
Yep, two disks on the 
cover means plenty 
more action inside. So 
to get things rolling, 
here's the lowdown on 
a hot new puzzler 
from Japan... 



INSTRUCTIONS h , 

Each level in Gem'X contains a different number of puzzles (indicated by the number at 
the lop of the screen). To solve them, simply make the pattern on the left match the 

pattern on the right. , _, . , _ 

Simple huh'' Not quite. To change a gem's colour just click on it and it will change into 
the colour that is two places below it on the scale in the centre (for example, a blue gem 

"'Now^hTtricky^part is that the four gems immediately above, below, left and right of the 
selected gem will change to the colour ONE place below them on the scale (for example, 
a red gem will become green). 

The even trickier part is that if you try to change a gem to a colour below the scale (i.e. 
below yellow) it will vanish and anything above it will fall Terns-style to fill the space. 

Got that? No? Well never mind, it becomes easier to understand once you start to play. 
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The final 
offering of 
the month 
(my, what 
a lot you 
got!) is 
none other 
than the 
thrilling 
adventures 
of Ocean's 
person-of- 
diminutive- 
stature. 
Get down... 



VOLUME TWO 





T'S THE AGE OLD 
STORY. Boy Elf meets 
Girl Elf. Boy Elf falls in love 
with Girl Elf. Girl Elf is 
kidnapped by an evil gang so Boy 
Elf sets out on a mission of 
vengeance to rescue his beloved. 
A sort of Double Dragon meets 
the Diddy Men. 

So what do you have to do to 
get her back? For the purposes of 
this disk, you have to battle 

LOADING PROBLEMS AND 
FAULTY DISKS 

If you should experience any loading problems 
with your disk simply pop it into a jiffy bag or 
padded envelope and send it to: The One 
Elf/Gem'X Replacements, T.I.B. pic, T.I.B. 
House, 11 Edward Street, Bradford, Yorkshire 
BD4 7BH. Please allow approximately 28 days for 
your replacement to arrive. 



through a selection of rooms from 
Level 1 (the final game will feature 
six levels with an average of 100 
rooms in each!), pitting your wits 
against all manner of enemies 
from Goblins to Ladybirds (hey, 
these are some seriously bad little 
bugs you know). 

INSTRUCTIONS 

Throughout your journey you get 
to pick up all manner of objects 
and use them in all manner of 
places with all manner of people. 
Buildings (in the loosest sense of 
the word) include Indian wigwams, 
WCs and campsites, while the 
characters include Senile Wizards 
and Hungry Birds. 

To interact with people and 
places just push up on the joystick 
to enter the 'interaction menu'. 
Cycle through the various options 
(talk, use, bribe etc.) until you get 



what you want. Logical use of the 
objects reveals clues for later in 
the game, for example, the seed 
might best be used with the 
hungry bird. 

The rest of the controls are 
simplicity itself: 

Joystick left - Move left 
Joystick right - Move right 
Joystick up - Jump, climb up 
ladder, enter shop or 'interact' 
Joystick down - Duck, climb 
down ladder 

Space bar - Enter interaction 
panel 

LOADING 

Simply put the disk in the drive 
when the workbench screen 
appears and select Elf from the 
menu. The program will now load 
automatically. 
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r T 1 horag Sternhammer looked at the bridge 

JL before him. It was in rotten shape, bits of 
wood falling away every time someone merely 
breathed in it's direction. He had to cross it, his 
destination lay on the other side. Thorag 
dismounted from his horse and sat down beneath 
a large oak tree. What was he afraid of? He'd 
stood his ground against hordes of barbarians 
before, braved the fiery pits of the underground 
lairs, he'd even risked his life with the Undead 
Zombies of Ulm, no one had ever done that 
before. So what was his problem? 

He was afraid of heights. 
Silly, but true. The world's 
most ferocious warrior was 
afraid of heights. It was at 
least three thousand feet to 
the bottom of chasm and 
the fact that the bridge 
kept falling apart every 
time he looked al it didn't 
help. Yet the prize that lay 
beyond... 

He was being childish. 
Standing up quickly he tied 
his horse to the tree, checked the 
contents of his pouch and put a foot 
on the first wooden plank. The bridge 
creaked its annoyance, causing the sweat on 
Thorag's brow to double. He put his other foot 
on the next plank. The bridge wobbled slightly 
but soon steadied itself. Thorag let out a sigh of 
relief. 

Perhaps this wouldn't be so bad, he thought, as 
he clung to the ropes on either side. He 
continued to walk and with every step the bridge 
became more fragile. He looked down, his first 
mistake. The bottom of the chasm seemed to 
zoom up to him screaming "Come and join me". 




His grip tightened around the ropes as he forced 
his gaze away from the drop below and onto his 
destination. 

Without warning a bolt of blue light shot out 
of nowhere, filling his mind with strange 
thoughts. Flying boxes of metal exploding in the 
sky, weird alien creatures, futuristic technology, 
two square pieces of plastic. He shook his head 
and quickly carried on. 

snap from behind caused him to 
turn his head. The ropes had 
snapped! Any second now the rest 
of the bridge would go with it. 
Thorag hurled himself at the 
far end of the bridge as the 
bridge swung away beneath 
him. His hand grasped a 
stray piece of rope and he 
held on for his life as it 
swung him into the cliff 
face. The wind rushed out 
of him as he collided with it 
but somehow he hung on. 



H; 



e started to haul himself up 
the rope and clambered 
onto the grass at the top. He rolled 
onto his back, let out another breath of relief 
and sat there looking at the sky. A shadow passed 
over him, growing larger and more menacing. 
Thorag tensed and looked at the large, dark 
figure striding towards him. His hand reached for 
his sword, only to find it gone. It must have 
slipped out of its sheath on the bridge. Damn. 
The figure loomed closer and opened it's mouth. 

ii £orry, we're sold out," it boomed, "Why 

^don't you try subscribing to The One, it 
would make life a lot easier." The shopkeeper 
turned back leaving Thorag to his rage. 
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GAMES FOR HIRE? 

Dear The One, 

When buying computer games I look through 
Ihe reviews etc. and then go and take a look 
at the one that I want at my local retailer, but 
sometimes this is not enough. 

Most games have an instant appeal factor which 
may look good for the few minutes of playing in the 
shop, but after a few hours at home disappears 
leaving you feeling a bit cheated. 

Would it be feasible to have a computer hire shop 
which operates like a video hire shop, hiring out 
games tor the night? That way you could really see 
the depth of the game and whether you will be 
getting your £25 worth. 

I'm sure some of the other readers have had the 
same problem as I have when buying computer 
games. Can they suggest any other ways of seeing 
games to their full capabilities, as many shops 
disapprove of buyers spending hours on a game 
before buying or not buying it. 
Simon Romans, 
High Wycombe, 
Bucks. 

There are a number of problems connected with the hiring 
and lending of computer games, but by far the biggest is 
the question of royalty payments to software authors. Book 
lending libraries are able to operate because of something 
called the 'Public Lending Agreement' - a Government- 
administered fund which pays royalties to authors 
depending on the amount of times their books are 
borrowed. In order for software libraries to become viable, a 
similar system would have to be introduced to compensate 
programmers. 



VIRTUALLY HERE 

Dear The One, 
At last! In the past two 
months I have noticed an 
increase in the coverage of 
computer-related 
entertainment on TV. There 
was an item on News At Ten 
about the new Virtual Reality 
(VR) arcade machines and 
Q.E.D.'s excellent Granny's 
Greatest Thrill, featuring VR 
and military simulators (re- 
dressing the balance after 
their last 'shock' report into 
computer game addiction). 

Other readers may also 
have noticed reports on 
Tomorrow's World about a 
keyboard and music 
package running on the 
NES and a demonstration of 
Roland s new 3D Sound 
including Xenon 2 on CDTV. 

Perhaps the best news of 
all though is a new VR game 
show hosted by Red Dwarfs 
Craig Charles, due to begin 
soon on ITV. I believe the 
show will feature players 



kitted out in full VR suits and 
the viewer will see the 
computer-generated action 
rather than the human 
contestants. 

Such coverage can only 
help to lift computer 
entertainment out of its 
unfortunate and undeserved 
'cult' classification and 
encourage people to invest 
in VR when it becomes 
available for the home. This 
can only be good news for 
long-suffering games 
players like myself, as 
generally an increased user 
base means lower prices. 

A vote of thanks must go to 
your magazine for your 
coverage of topics like VR 
and CD which the TV 
companies seem to be 
catching up with. It would 
seem that the critics who 
complain about coverage of 
unaffordable and/or 
unavailable hardware are 
about to be silenced. CD 
and VR are on the way to 



the home sooner than they 
think and I for one can't 
wait. 

Stephen J. Richardson, 
Whitley Bay, 
Tyne and Wear 

The forthcoming CD and VR 
products are exciting to say 
the least. Unfortunately, 
despite all the media 
coverage given to the 
games aspect, VR is still 
some way from being the 
next games medium. The 
companies that are 
investing in VR technology 
are still researching more 
practical' uses such as 
training military and 
commercial pilots, training 
military and police forces in 
the use of firearms and, 
naturally, the medical 
possibilities. Imagine a 
surgeon being able to travel 
through a VR simulation of a 
human body. Of course, as 
soon as a games freak with 
the VR technical know-how 
comes along and produces 
the first commercially 
available VRgame, there's 
going to be no turning back. 
By the way, for more about 
the VR gameshow that 
you've just mentioned turn 
to our feature on page 28. 

\ SOCCER SOUNDS 

Dear The One, 

Kick Off is just about perfect 

now but the game is lacking 

sound. 

So how about Anco 
bringing out a sounds disk? 
They could go to different 
football matches to find out 
the different songs sung and 
get them down on disk. Also 
you could have claps when 
the 'keeper makes a save, a 
permanent crowd noise 
rising when a team breaks 
or someone goes on a run 
and booing people. Also 
whistling near the end of a 
match would be effective. 

Another thing that would 
change the game would be 
different nets on the goals. A 
soggy net that flew 
backwards when the ball 
went in the back of it. With 
some neat graphical 
touches they could take 
away the boards behind the 
goals and put in a close-up 



stand (terrace), so that when 
people score you see the 
crowd go mad. 

In Final Whistle, the 
players jump on the scorer 
when a goal is scored - 
instead of that players 
should run into the corner 
where the crowd is cheering 
and celebrate. 

My friends and I realise 
that this would take some 
brilliance but we believe 
Dino and company can do it. 
Come on Anco, hurry up 
with Kick Oft 3 (please). 
Paul Beevis, 
Thorpe End, 
Norwich 



FOOTBALL 
FROLICS 

Dear The One, 
Recently a friend came 
around to my place to play 
Kick Off 2 because he 
hadn't seen it, so I left him to 
play it while I had my tea. 

When I came back he was 
very upset and said that the 
game was a load of rubbish 
and that he only had three 
players compared to the 
opposition's 22 and that his 
team didn't show any 
interest in playing football 
and hadn't once kicked the 
ball and were hardly ever 
seen on screen. 

We both had a good laugh 
about the whole thing when I 
pointed out that his so called 
'team' were actually the 
referee and the two 
linesmen. 
Mark Watson, 
Lea, 
Preston 

Lucky you both saw the 
funny side, eh? Do any 
other readers have amusing 
'computer mistake' stories? 
If so. send them in to us and 
we may send you a prize 
(then again, we may not). 

GOOD TO BE 
GREEN 

Dear The One, 
I feel I must write to you to 
express my views on a 
certain subject - the 
packaging of games. Are the 
large boxes which games 
are being packed in really 
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necessary or are they just 
there to publicise and 
promote the games along 
the lines of 'big is best'? 

In this time when we 
should be addressing the 
cost to the environment of 
the waste which the public 
consume each day, it cannot 
be acceptable to the 
majority of the games- 
buying public to allow 
software companies to 



parcel up games in large 
boxes, just to promote them 
as being gigantic. 

Some software houses do 
use big boxes because their 
products require them 
(Lucasfilm with Battle Of 
Britain, tor example), but 
surely it's not necessary in 
every case. 
Martin Power, 
Rotherham, 
South Yorkshire 



THE END IS NIGH 

Dear The One, 
I'd like to comment on two 
letters printed in the April 
issue. I sort of agree with 
Derek Richardson's opinion 
about end sequences. The 
two games I've managed to 
complete were ridiculous 
under this point of view. But 
playing them was very 
enjoyable! 



However, I can't see a 
point in not buying games 
from companies who don't 
code great end sequences. 
Maybe it's because I'm not 
one of the great gamblers 
who complete a game in 
short periods. The main 
thing for me is 
addictiveness! 

Another of your letter 
writers, D. Roher, is the 
coolest dude I've ever heard 
of: "Do I break the law by 
owning illegal copies?" Do 
you break the law by owning 
stolen money? But he wrote 
one thing that puzzles me. 
Do British crackers really 
mention their address and 
phone number in their 
intros? Are they mad? Why 
don't they just queue in front 
of the jail? 
Thomas Adams, 
Solingen 1, 
Germany. 

MORE SPEED 

PLEASE 

Dear The One, 
Can I please use the good 
offices of your magazine as 
a way of contacting the 
Bitmap Brothers. This letter 
is specifically meant for 
them to read, but it would be 
interesting to see other 
readers' views on the 
subject. 

The first thing that I would 
like to do is thank the 
Bitmaps for producing the 
greatest, most playable 
game ever (move over Dino 
Dini) - 1 am of course 
referring to Speedball 2. 1 
have spent countless hours 
battling with the best that the 
computer could throw at me 
(as my poor neglected wife 
will confirm). 

My main reason for writing 
this is to ask the Bitmaps to 
consider (If they haven't 
already done so} bringing 
out a data disk or disks (as 
Anco are doing with Kick Off 
2) to make this superb game 
even better. 

As a two-player game It 
needs nothing really adding 
to it, however in the one 
player mode it has one or 
two limitations which detract 
from the game's long-term 
lastability. the main one 



MONEY FOR NOTHING? 

Dear The One, 

There's a lot of talk, mostly from software publishers, about the amount of money 
lost each year through software piracy. 

Now, while I don't want to condone piracy in any shape or form, I believe that 
software houses do nothing to help themselves by tackling the problem in the 
wrong way. 

Many parallels can be drawn between the software industry and the music 
industry. For one, both are plagued with professional pirates' who are making easy 
money off someone else's hard work. But piracy has been around in the music 
industry for far longer and even with the larger finances available to combat piracy, 
record companies are still no nearer to defeating the bootleggers' than 10 or 20 
years ago. 

The unfortunate fact is, that while you may catch the odd syndicate of pirates, 
many more are stitl able to continue to operate unabated. The reason for this is 
clear, they can offer a product available in the shop for far less (visit Cyprus and 
you can buy Amie s latest film for the cost of a tape). 

It is in this area that software companies can help both themselves and ordinary 
Joe Public. If you look at the average price of a Top Twenty game, you can expect to 
pay between £25-30. If you compare that to the price of a Top Twenty CD, then the 
price is less than half that, around £12. 

How can software companies justify charging this extortionate amount? 
Especially when they know that the majority of software is purchased by the 15-25 
year old age bracket, the bracket with the least amount of money to spend. It's no 
wonder people are tempted to buy a copied version for a fraction of the price. 

So come on software houses, give us, the real victims, a break. It's getting really 
hard to tell who the REAL pirates are now!! 
Aiden Kearns, 
Gatow, 
Germany 

Dear The One, 

I read with interest, in both yours and other magazines, the continuing debate on 
piracy. I would like to air some of my views. 

Accepting the fact that piracy is morally wrong, I disagree with the so-called do- 
gooders, that nobody should touch it because it is implied that this in turn pushes 
up the price of software for the rest of the public. 

Well, firstly may I say that without encountering these pirate copies of software, I 
would not have bought several of the games that I now own.Which brings me to my 
second point, the cost of the software itself. Everybody, including yourself, justifies 
the high prices due to programming the games, production and packaging costs 
(plus an attempt to counter piracy itself). Well I can go with the programming costs 
but as for production costs, sorry but no. How can the software companies justify 
the £20-30 price tag for 16-bit games, when they can sell off the same game on a 
different format for around £10? 

Now you can't tell me that the cost of disks has anything to do with it. After all, 
your magazine advertises blank disks for around 40p, when I suspect that tapes 
would cost the same, if not more. As for piracy, well I don't honestly believe that 
any society will ever banish it, be it software, music or video. 
Paul Jones. 
Address Withheld 



being the fact that the game 
comes to an end after a 
maximum of two seasons 
when in the league option. It 
lacks the continuity needed 
for the long-term enjoyment. 

One or two of the ideas 
that I have come up with are 
only minor additions, but at 
the same time are things 
that 1 think would enhance 
the overall atmosphere of 
the game. Things like the 
addition of individual team 
colours (similar to the kit 
design option in Kick Off 2) 
and individual team insignia. 
The insignia of the home 
team could be displayed on 
the floor of the arena, 
around the centre line (as 
they do in American football) 
to give a real home and 
away match feel. Also, 
teams playing at home could 
be programmed to slightly 
raise their game and thus be | 
stronger than when they 
play away matches, so 
aiding home advantage. 

As 1 have already said, 
these are just minor 
changes, the biggest 
addition that I (and I am sure 
many others as well) would 
like to see is an expanded 
league system to enable the 
game to be ongoing, thus 
enabling you to keep your 
team of carefully nurtured 
players together through 
thick and thin. The format 
could copy that of the 
football league, with four 
divisions and include 
promotions, relegations and 
cup competitions at various 
times throughout the 
season. The transfer market 
could be expanded to allow 
star players to be available 
to all teams, so that over a 
period of time teams like 
Revolver and Raw Messiahs 
could improve rather than 
just being the league jokers 
year after year. 

I am sure that the Bitmap 
Brothers could come up with 
other and probably better 
ideas than these and other 
readers could add their own 
thoughts. I started thinking 
about all this just after I had 
played 28 games in a row 
(allowing for the odd break) 
and had won both the 
second and first division 
titles, thereby ending the 



SERGEANT SOFTWARE 

Strong of arm, wise with words and generous 
with games, everyone's famous N.C.O. 
continues in his quest to bring software to the 
needy. If you think you fit into that category, 
send your begging letters to: Sgt. Software, 
The One, EMAP Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 

Dear Sarge. 

My mentally handicapped son John is 15 years 
old and very fond of his computer which he won 
from a magazine. As my wife and I are both 
unemployed (and living with my mother}, we are 
unable to buy games. The computer is John's 
only decent possession, so we would be very 
grateful if you could otfer a small amount of 
sottware to him as a surprise from us. 
S. Mooney, 
Liverpool, 
Merseystde. 




Dear Sarge, 

I am an ugly-looking schoolboy with no money. 
Things are so bad that when I go around to the 
shop for my favourite magazine I get picked on 
and everybody laughs at me. So now I'm going 
to stay in my room for the rest of my life - please 
send me some games to keep me company. 
Wayne H., 
Tamworth, 
Staffordshire. 



Believe me. Wayne, I sympathise completely 
with your plight for, although it may now be 
almost impossible to believe, I too was once an 
ugly teenager. However I'm not sending you any 
software as the answer to your problems is not 
to sit in your bedroom sulking - get out there into 
the real world and revel in your ugliness. You 
never know, one day you may grow up to be a 
glorious hunk of manhood just like me. 

Dear Sarge, 

I was once a very happy computer with a caring 
owner. But now l think that he has another • a 
small human, a girt I think, who goes by the 
name of 'daughter'. If I could send him a gift of 
my own, to show how much I cared for him. it 
might help make him see who his true love really 
Is. You're my last hope. 
Anne Onymous 

(True love of Wayne Morledge), 
Derby. 

Just face fads Anne, you've lost thai loving 
feeling, now it's gone, gone. gone... (don't worry 
though. Wayne's daughter will be grown up in 
about 16 years and then you can get back 
together). 



Your tale has warmed even the coldest cockles 
of my heart, £100 worth of software will be on its 
way to you in the very near future. 

Dear Sarge, 

One day my brother went to Margate. While he 
was away, I decided to play on his computer - 1 
shoved in a disk but it didn't work so I reset it 
and then put in a tew more disks, but nothing 
worked. When my brother got home, I told him 
what happened. He tried them out and said 
angrily: "You've put a Virus on every disk.". He 
looked as though he was going to hit me, so I 
pulled at his T-shirt for mercy - but I ripped it. He 
said: "You have one month to get me £1 00 
worth ol software and a T-shirt." Help! 
Lee Burllngham, 
Welwyn Garden City, 
Hertfordshire. 

Sorry Lee, but you've made your bed so you can 
lie on it Your brother may seem harsh, but to be 
perfectly honest H youd ruined my software 
collection (which you couldn't because it's so 
vast) I'd have probably done exactly the same. 




game. So my team of 
superstars were to be 
disbanded and I would have 
to start again from scratch 
next time. This is fine for a 
couple of times, but it soon 
starts to get annoying 
having to start again in the 
second division where the 
game speed is so slow 
compared to the first division 
and you have to go about 
buying the same old star 
players. 

Having read this last bit 
back to myself it sounds as 
though I am knocking the 
game, but that is the last 
thing I want to do. As I said 



at the beginning of the 
letter, Speedball 2 is in my 
opinion the best game 
ever and I am just looking 
for ways to increase its 
longevity. 

I hope that Eric 
Matthews from the Bitmap 
agrees with at least some 
of my comments (I believe 
that he was the guiding 
light behind the project) 
and can see the 
possibilities. 
Robert Kirk, 
Thorneywood, 
Nottingham 

Over to you Bitmaps... 



The One's offices are located 
just across the road from 
The Guardian 's building - 
which may be the reason 
why we received the 
following letter which was 
actually meant for that 
paper's 'note and queries* 
section... 

"Has anyone ever calculated 
the area that would be covered 
it every single person on the 
planet were to stand shoulder 
to shoulder in one place?" 
Does anyone out there know 
the answer - and, more to 
the point, does anyone really 
care? If you do know, keep it 
to yourself you boring gii! 
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.Prepare to recommence moforised combat and do battle 
in the most brutal race of all With a Ml player 
option, new weaponry, 20 new frocks 
including briagei and ramps to be 
\umped ana improved graphics, 
Supercars 2 promises to be an 
even greater smash than 
the oriq'mal 
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GOOD NEWS FOR THOSE OF YOU ON THE LOOKOUT for a few cut-price 
classics (that's just about even/nne. isn't tt$). Not ones to be left out when 
there's a bandwagon going 



around, both Drmark and 
Psygnosis are planning to re- 
release some of their bulging 
back catalogues on two all- 
new budget labels. 

Domark's little one has 
been christened Rcspray and 
is expected to churn out two 
new titles each month, 
starting from April, Top of 
the list are the slick Licence To 
Kill and the classic Hard 
Drivin'. If you want them, all 
you have to do is hand over 
£7.99. 

The first releases 
due out on 
Psygnosis' label, 
Sizzlers, include 
Baal, Ballistix, Blood 
Money and the 
excellent Infestation. 
A definite price 
point had yet to be 
decided for these as 
The One went to 
press, but chances 
are that you'll be 
able to get your 
grubby mitts on 
those games you 
missed first time 
around in exchange 
for a wad no bigger 
than a tenner. 



Licence 
To Kill 




Licence To Kill (top) and Blood Money, more (or less. 



1 ▲ LEMMINGS 

Psygnosis 

2 NE TURRICAN 2 

Rainbow Arts 

3 ▼ SPEEDBALL 2 

Image Works 

4 NE SWIV 

Storm 

5 ▲ FANTASY WORLD DIZZY 

Code Masters 

6 NE R-TYPE 

Hit Squad 

7 T THE FINAL WHISTLE 

Anco 

8 NE LITTLE PUFF 

Code Masters 

9 T F-19 STEALTH FIGHTER 

MicroProse 

10 ▲ A-10 TANK KILLER 

Dynamix 




GOGGLE BOX 

WHO SAYS THAT A TV HAS TO BE SQUARE* Philips doesn't. 
With the Discoverer, the Dutch electronics giant is urgetting the 
untapped hip and trendy TV market • the kind of people who want 
a TV which "looks attractive both on and off.' So, if you think 
you'd be over the moon with a TV shaped like a space-helmet in 
the corner of your bedroom here's your chance. The Discoverer, 
complete with detachable black visor, dark glass 14' screen, 
anthracite remote control and sleep timer is a mere smp at £249.99. 



AD&D GOES 3D 

HOT ON THE HEELS of Pool Of Radiance, Curse Of Tlie 
Azure Bonds and other such SSI classics, comes Eye Of The 
Beholder, the first AD&D 'second edition' computer rolc- 
playing game. 

The story, set in the Forgotten Realms city of Waterdeep 
and based on the TSR modules Waterdeep And The North. 
City System and The Ruins Of Undermountain, deals with 
the exploits of a group of adventurers assigned to search 
the metropolis* underground for signs of a criminal 
mastermind. 

There arc six different races and character classes lo 
choose from and the escapade takes place inside a 3D 

environment 
. . complete with a new 

' ^4^, Dungeon Master- 

J * / style point-and-click 

i -Si* interface. Eye Of 

The Beholder ii 
available now at a 
price of £29.99 - and, 
vi believe it or not, its 

|g it .T I sequel, Eye Of The 

IM cw^mUsuw you to find tfi, »a7..rr 0 2 - f" aliead >' 

■(•is *vu\ onrf. destroy it if you art nfe. under development. 





THE GEAR! 



MOVE OVER GAMEBOY, your position as the number one hand-held games 
machine could be in jeopardy, thanks to a colourful little Fellow that's just 
arrived in from Tokyo. 

Virgin Mastertronic - the company that's already brought some of you the 
MegaDrive • is now going to take its attempts at world domination to the 
streets with the launch of Sega's latest brainchild, the Game Gear handheld 

console. . . . . 

This machine, which has already sold over 1,000,000 units in Japan since its 
launch three months ago, sports a 3.2' backlit LCD screen (which can display 
up to 32 colours simultaneously) and pumps out stereo sound through its built- 
in speakers. 

Power is supplied by six LR6 batteries (that's Walkman batteries to the 
uninitiated) , which will be initially gobbled up by a range oF software which 
includes Super Monaco CP., Columns, Mickey Mouse, G-Loc, Wonderboy, Dragon 
Crystal, Shinobi, Golden Axe and Pengo. 

A number of optional extras will become available over the months following 
the machine's initial launch, including stereo link-up cables, car cigarette lighter 
adapter link cables and so on - but what makes the Game Gear unique among 
its peers is its ability to convert into a colour TV by the addition of a TV tuner 
module which should also be available later this year. 

Virgin intends to get the Game Gear into the shops by early Summer, with 
the standalone machine setting you back just a penny short of a 'ton' - and 
hopes to shift at least 100,000 of them before the end of the year. But if you 
don't fancy spending £99.99, and want to be the first kid on your block to have 
32 colours to play around with, then why not enter our simple competition* 

All you have to do is answer the following question: Pop the answer on the 
back of a postcard and send it to Get The Gear, The One, EMAP Images, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Entries will be 
accepted right up until the close of play on May 9th 1991. 



THE GOAL-DEN SHOT 

The Kick Off 2 
Golden Goal Of The Month 
PRESENTED BY THE ONE 
MAGAZINE AND ANCO 
THE KICK OFF 2 GOLDEN GOAL 
CHAMPIONSHIPS 

THIS MONTH SEES YET ANOTHER FIRST for the 
Golden Goals competition - our first ever 
international winner! Yup, all the way from 
Sweden, home of Arsenal's overly-dramatic 
Anders Limpar, comes Robert Halvarsson and 
an effort that would make even Tottenham's 
glorious but deadly striker Gary Lineker proud. 
Robert is the first (but we hope not last) 
international player to make it into the Kick 
Off 2 Championships. How did he get there? 
Like this... 

TAKING THE BALI 
NEATLY from the 
feet of his 
opponent during 
a tough centre- 
, circle battle. . 

Robert's number 
four breaks free 
and lays in a long 
floating pass 
towards the 
corner flag. 



TIMING HIS RUN 
to perfection, the 
fleet-footed 
winger picks up 
the pass and turns 
towards the goal. 
As he enters the 
area, a superb 
turn around the 
hapless defender 
leaves him clear to 
chip in a cross. 

THE BALL FLOATS 
ACROSS the 
mouth of the goal 
as the 'keeper 
dives to cover It. 
But Robert's 
Lineker done has 
launched himself 
to make a 
spectacular flying 
header • goal I 



Do you have a goal that could make even the heroes of 
White Hart Lane stand up and take notice? If so. send it to 
Golden Goals (Kick Off 2 Championships). The One 
Magazine, Priory Court. 30-32 Farringdon Lane, London 
EC1R 3AU. Don't forget the prize is now an entry into the 
Kick Off 2 Championships and that we only want the best, 
the very best, anything less just won't do. Unfortunately we 
are now unable to return disks, even with an SAE. sorry 
about that) 

IGNORE THESE RULES AT YOUR PERIL 

FAILURE TO COMPLY with any of these regulations merits 
instant disqualification. 

1) No more than THREE (3) goals per disk and no more than 
one disk per entrant. 

2) All goals MUST be scored by the entrant and NOT by the 
computer (even in Position play you have to be the one that 
gets it in the net). We can tell, so don't waste our time. 

3) The disk LABEL must contain the following information; 
the entry's format (Amiga or Atari 5T), the entrant's name, 
address and (if applicable) telephone number. A description 
of the goals would also be handy, along with what type of 
pitch they were scored on. 



FIVE GO BINARY 

"ITS A LOVELY DAY, HURRAH!' CRIED JULIAN, leaping out of bed. "I don't know 
why. but it always seems very important that it should be sunny on the first day of a 
holiday. Let's wake Anne." 

Marvelling at the beauties of the English countryside, munching chocolate at midnight 
and drinking lashings of ginger beer- all these pleasures and plenty mote arc yours fut 
the asking thanks to the first ever computensed version of Enid Blyion's Famous rive. 

Yes folks, courtesy of F-nigma Variations, those wholesome, hearty kids are back 
|ultan, Dick. Ceorge, Anne (and Timmy the dog) are embroiled in their debut digital 
adventure - so it's hicky they wore then lubber-soled shoes. 

In five (hi A Treasure Mttn4 you loo can enjoy the thrills and spills of action, adventuic 
and twee holiday fun. You can play any member of the famous fivesome, Irom George 
the ndiculous tomboy to Timmy the almost-human dog 

The whole shebang has been authotised by the Blyton Estate and should be available 
from all reputable software shops now, 






BIG BUCKS! I 



EXCITEMENT! 



DANGER! 



ADVENTURE! 



The ultimate challenge 
has been issued... now, 
you must race across 
the globe in search of 
fortune and glory to 
become the richest 
duck in the world!! The 
adventure will require all 
your skills and courage 

ARE YOU DUCK 
ENOUGH? 



Available for Amiga* - PC / PS - Atari* ST - Commodore 64 - 



Amiga, Commodore 

are registered trademarks. 

For more information please call 0268 541 212 



© The Wall Disney Company 



"Fast just isn't the word for this 3D - an excellent game that more 
than lives up to if s name." - ACE 

"Epic is one of the finest products i have played this year, the depth 



of gameplay and graphics are of a truly stunning 
standard. .. the sheer number of vectors used on the 
screen is incredible with the final battle having 
over 500 independently minded ships." - Games X 




BOTH AVAILABLE FOR ATARI ST 

OCEAN SOFTWARE LIMITED . 6 CENTRAL STREET . MAN 
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NEWS 



THk NEXT ALL- 
FORMATS 
COMPUTER FAIR 
will lake plrne in 
Ijmdon's New 
Hankidtural Hall on 
Saturday Atay )6th. 
Tickets and further 
information can be had 
from John Riding iwi 
IOZZ5) 863100 



ATTACK OF 
NOSTALGIA 

REMEMBER THE OLD DAYS when computers were called Oric 
and Vic-20 and most arcade machines sported row upon row of 
Utile green men? 
If that last sentence has just made you go all blubby and the 
thought of having another try at Spate Invades makes 



you wcaK 




DON'T BE 
SURPRISED IF some 
of the prkts auoied for 
software in ihe laiesi 
issue item a Ullll odd. 
The reteni budget's 
hike in VAT. rates 
has meant tkai the 
S24.99andU9.99 
price points may not bt 
with us /or very much 
lender We'll keep you 
posted. 



at the knees, then Domark's 
forthcoming licence 
of the Taito 
coin-op Super 
Spate Invaders 
'91 could provide 
exactly the right 
nostalgia trip. 

Due to hit the 
shops some time 
around September, 
this updated 
version of the first 
real coin-op smash 
features all of the 
original's bug-eyed 
monsters and firing 
tactics (does anyone 
actually remember 
how many invaders 
you had to kill before 
you got a maximum 
score for the 
mothershipi) p i U5 loads 
of enhanced graphics, 
new backdrops and a 
whole array of updated 
alien wave patterns. 
Coming right back ta 
m ^ the future, Domark also 

has a whole host of spring 
releases up its sleeves. Watch out for 3D speedboat action in Hydra, 
Thunderjaws (an undersea extravaganza) and R.B1 Baseball, all due 
out in the next couple of months. 

By the way, we may not know how many invaders you had to 
shoot, but we do know what R.B.1. stands for... That may sound 
like a cue for a quick competition - and it is! There's a Domark T- 
shut up for grabs to the first reader who drops us a postcard 
marked Baseball Bower at the usual address letting us know 
what those initials mean. 

FIVE OF THE BEST 

STAYING WITH DOMARK, its latest compilation contains five of 
the best arcade conversions published for a long while, namely the 
hilarious sa-fi blast Estape From The Planet Of The Robot Monsters, 
the frenetic cops V robbers chase AP.B , the Terni-rivalling Klax, 
the two-player futuristic tank battler Vindicators and the robotic 
American football sim Cybtrball. Tlte Winning Team (for that is its 
name) is available now at £29.99 
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Come on you blues... 



OH BROTHER! 

MR AND MRS BLUES TWO FAVOURITE SONS, Jake and 
El wood, are about to take their 'Mission from God' from the large 
screen to the small, as Titus has signed up the tights to the John 
Bclushi/Dan Ackroyd classic, The Blues Broken. That's about it as 
far as details go, except to say that you can expect a release before 
the end of the year. 




JUST WHEN YOU THOUGHT THAT YOU'D 
SEEN THE BACK OF 
ELVIRA (who'd want to see 
her back£), MicroValue is 
all set do for joystick 
jugglers what Accolade's 
Elvira - Mistress Of The 
Dark did for adventurers. 

An Elvira arcade game is 
currently being 
programmed by Flair 
Software (in conjunction 
with the adventure game's 
programmer, Horrorsoft) 
and features the great witch 
herself fighting wickedness 
in tandem with her trusty 
pink poodle. 

Together they battle 
through three different 
alien-infested worlds 
fighting evil, enchanting 
monsters and battling 
baddies. 

Billed by MicroValue 
spokesman Colin Courtney 
as an arcade game with 
parallax scrolling and Beast- 
sized graphics, the new 
Elvira experience is due out 
in October. 



The woman in black - all set for 
hor arcade debul. 



Klax: now just part of a winning learn. 
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WHEN THE 
CHIMPS ARE 
DOWN 

ELECTRONIC ZOO BECOMES YET 
ANOTHER PUBUSHER to dip its toe into 
budget pool, with the announcement of its 
Monkey Business label. The first foui re- 
releases to bear the monkey's mark will be 
(appropriately) Jungle Beck, Paris-Dakar 
Rally, 20, 000 Leagues Under The Sea and 

Asierix, which will set 
you back £7.99 
each and 
should 
be 




available 
some time in 
April. Meanwhile, 
Electronic Zoo has a fluffy monkey to give 
away to anyone who can come up with the 
cleverest, wittiest, and most rib-tickling 
name for their label's monkey mascot. 
Send in your suggestions on the back of a 
postcard remembering to include your 
complete name and address to Monkey's 
Uncle. The One. Einap Images, Priory 
Court, 30-32 Farringdon Lane, London. 
EC1R 3AU, and you too could be playing 
zoo at home. 




REMIXES AND RE-RELEASES aren't 
just confined to the music biz, as 
Novagen's latest release demonstrates. 
Encounter, by Paul Woakes (the chap 
behind Mercenary and Damocles), Is 
about to make a reappearance dressed 
up In alt-new 16-bit clothes. Make your 
encounter now - lor £20.42. 




MAKE TRACKS FOR CASH 

FOR ALL WOULD-BE ENCINE DRIVERS who just haven't got the cash or the 
floor-space to splash out on a Hornby, MicroProse's PC simulator Railroad 
Tycoon (reviewed way back in Issue 21) was a dream come true. 

And now that dream could be your too, as this superb 'train 'n' transaction' 
game is about to make an appearance on your computer. 

Using a Sim City style interface, the game allows you to wheel, deal and build 
your own railroad in Europe, England or the American East and West coasts. 

[f you've got what ii takes to cope with disaster, fluctuating prices and 
ruthless competition, you can build up your humble empire from tiny branch- 
line into huge transcontinental concern. All you need is skill, perseverance - oh, 
and £29.99. 

ON-LINE TIME 

CRL IS DEAD, LONG LIVE ON-LINE ENTERTAINMENT. CRL, the veteran London- 
based publisher finally closed up shop last month after a long and vaned career which 
produced such notable 8-bit fare as Tau Ceii and Jack The Ripper. 

However, this tradition may yet continue, as in true phoenix style, a new company has 
formed from the ashes - that company is On-Line Entertainment. 

The first release from the newly-formed publisher is to be Battle Bound, a scrolling beat 
'em up where the hunky hero, Calumn, enters the Temple Of Pain in a search for the all- 
powerful Golem. You guessed u, this results in three-levels 
of hacking, slashing and animated mayhem. 

To promote this release, On-|jne Is offering one lucky 
reader of The One a chance to pick up the flashy axe 
pendant shown here - it's so sharp it'll probably take 
your head off. 

To be in with a chance 
to pick up this enviable 
prize, just answer the 
following simple 
question: What weapon 
does While Dwarfs character 
Thrud the Barbarian use to slaughter his victims 1 ! 
Pop the answer on the back of a postcard (or sealed 
envelope) and send it along with your name and address to: 
Bound To Win, The One, EMAP Images, Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU to arrive no 
later than May 9th 1991. 





NERS... WINNERS. ..WINN 



IN ISSUE 30. STORM'S SWTV 
COMPETITION offered one lucky winner the 
chance to drive away the 'Midnight Pumpkin', 
a fabulous remote-controlled l/14th scale 
customised 1953 Ford F-100 pick-up truck. 

However, the three questions we asked 
proved a little too difficult, as most of you put 
down Silkworm u Storm's first release - the 
correct answer is, of course, that Storm opened 
its account with St Dragpnl 

Some of you did get it right though, and the 



eventual winner, who'll soon be burning 
rubber all around Norfolk, was... )ames 
McChee of Norwich Safe driving |ames- 

Also in Issue 30, US Cold offered driving 
fans a chance to test their skills at a racing 
school at the famous Silverstone circuit 

This time it was our lurn to make a small 
mistake with rhe questions: as Chns Gray 
from the Isle Of Wight pointed out, the fust 
question should have read "Which famous 
British sportsman drove for Ferrari's Formula 1 



racing teami', as Nigel Mansell has now 
moved to Williams. Thanks far pointing that 
out to us Chris, but there's no prize on its way 
to you - as nobody likes a smart -ass. 

Huge amounts of you did manage to answer 
the three questions just the way we liked 
them, but rhe one which separated itself from 
the crowd came from... Martyn Reed of Kenley 
in Surrey Congratulations Martyn, if you hold 
a full licence, you'll be zooming around 
Silverstone in next to no time. 
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THOSE Or VOW 
WHO ARE TOO 
LAZY to unplug your 
mcu\e then >vu want 
to indulge in a link 
two-ptayrr tomfoolery, 
may h interested in a 
new product from Jaty 
UK. The Rohshift ft 
an extension table 
which MnCfM one of 
your computer's 
joystick pons into a 
double socket, allowing 
two joysticks and a 
mouse to he used 
simultaneously. For 
furthe i details, toman 
Jotty on 106*2) 



JUST WHEN YOU 
THOUGHT THAT 
pystuks couldn't ga 
any weirder, along 
comes Spearavideo's 
Mama Ray to pro\x 
you wrong Heralded 
as 'probably the most 
iomfotable joystick in 
the world', the Mama 
Ray's unusual shape is 
a produci ofii$ 
supposedly 
ergonomiial design. If 
you want to test this 
for yourself, the stick 
should be available 
right now, for £12.99. 




A. W A R D S 



ON THURSDAY APRIL 4TH, at the Rooftop 
Gardens, Kensington, the most 
prestigious industry awards were held. 
Everybody who is anybody in the games 
world was at the event, which was hosted 

by The One, PC Leisure, ACE, CU Amiga, 
Sinclair User, Computer + Video Games and 
Mean Machines. Following the usual 
industry chat over a drink and a sumptous slap-up feast, the awards 
were presented by funny man Danny Baker from London s GLR radio 

station and the editorial stair ot tmap 
Images magazines. So, with hearty 
congratulations to the winners and 
commiserations to those who nobly fell by 
the wayside, 
here's who 
you voted for 
in 1991. 





A JUBILANT ANIL 
GUPTA (Centre) of 
Anco collects the 
□ward Tor Came Of 
The Yea! from ow 
very own Laurence 
Stafford (right). 

AN EVEN MORE 

JUBILANT Nick 
Alexander (second 
right) of Virgin 
Mastcrtronk and 
Nobuhiko Ishihara 
(right) of Sega collect 
the Hardware Manufaclu 
editor of Ao? (left|. 




ANDREW WRIGHT 
(LEFT) of Virgin 
Games collects 
Golden Axe's award 
from Steve James 
(right), editor orOJ 
Amiga. 



Jim Douglas, 





BEST GRAPHICS 
Nominations: 



MOMENTS OF TERROR 
(number 53 In a series 
of 100): consulting the 
seating plan to 
discover that you've 
been placed next to 
Laurence Scotford. 

GARY BRACEY OF 
OCEAN (centre) gels 
cornered by Ian 
Hetherington (left) and 
Jonathan Ellis (right), 
bothofPsygnosis; "So. 

Ocean have won 
Sofiwaie House of the 
Year again, eh?..-" 




Winner: 



BEST SOUNDTRACK 
Nominations: 




Winner: 

BEST SIMULATION 
Nominations: 



Winner: 



OCEAN'S GARY 
BRACEY (lightl 
collects the 
prestigious 
Software House Of 
The Year award fom 
Terry Prat I. 
managing director 
of Emap Images. 



Shadow Of The Beast 2 - 
Psygnosis 

Powermonget - Electronic Arts 
Space Ace - Entertainment 
International 

Shadow Of The (least 2 
Psygnosis 



Speedball 2 - Mirrorsoft 
Toyota Celica GT Rally - Gremlin 
Graphics 

Lotus Turbo Esprit Challenge - 
Gremlin Graphics 

Speedball l - MirroiaoEt 



F- 1 9 Stealth Fighter - MicroProse 
F-29 Reialiatoi - Ocean 
Kick Off 2 - Anco 

P-19 Stealth Fighter - 
Microprose 
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THE COMPERE. DANNY BAKER, 
broadcast*!, television and radio 
personality - and the Funniest 
man in the world.., 



DOMARICS MARK STKACHAN 
has a moment of sheet panic 
when he realises thai he ran'l 
hold his filofai and the tiay of 
dunks he ordered al the same 
time. 



BEST COIN-OP CONVERSION 



Nominalions: 



Winner: 

GAME OP THE YEAR 
Nominations: 



Winner: 



Golden Axe - Virgin Games 
Rainbow Islands - Ocean 
OfT-Road Racer - Virgin Games 

Golden Axe - Virgin 



Powermonger - Electronic Arts 

Kick OiT2-Anco 

Golden Axe - Virgin Games 

Kick OfT2-Anco 



MARnWARf MANUFACTURER OP THE YEAR 
Nominations: Commodore 

Nintendo 

Sega 

Winner: Sega 

SOFTWARE HOUSE OF THE YEAR 
Nominations: Ocean 

MicroProse 
Electronic Arts 
Winner: Ocean 



THAT WAS THEN. 




LETS GO RIGHT BACK IN TIME NOW, 
to a time when games were games and 
It Came From The Desert was just a 
gleam in Cinemaware's eye. From here 
on, "That Was Then...' will be a regular 
feature, where we look back at what 
was happening two years ago. 

So, believe it or not, this issue we're 
focusing on Issue 8 - which was 
launched on an unsuspecting world in 
May 1989, 

The front cover was (and still is) the 
Ed's favourite, featuring tliat distinctive 

blood-stained 'smiley' badge which began life as the cover motif of 
Moore and Dave Gibbons' brilliant Watchmen graphic novel, only to be 
briefly adopted by the short-lived acid house 'Summer Of Love*. 

And what belter way to kick off this look back, then by asking a well- 
worn question: whatever happened to the Watchmen? 

In Issue 8 we announced that the ex-Python animation maestro Terry 
Gilliam was to start work on a film of the book. The producer was in 
place (Joel Silver, the man behind Die Hard, Predator and Lethal Weapon 
among others) the script, by Sam Hainm. was knocking around in 'first 
draft' form and Gilliam himself was displaying enormous enthusiasm for 
the project. 

So what went wrong? 

Details become very, very sketchy at this point, but it appears that 
after Gilliam's producers had their fingers burned by the massive cost of 
his Baron Von Munchausen project, they were suddenly (and 
understandably) a little less willing to put a great deal of cash Into his 
next effort and the tale of contemporary superheroes was put, as they 
say, "on ice". 

There is good news though. Gilliam has just finished another film. The 
Fisher King with Jeff Bridges, and should this be a success then it's 
possible that the Watchmen could be his next thing. 

Ocean, who snapped up the licence to the book some time ago, is 
holding fire on producing the computer game until the movie has been 
sotted out. It's highly likely that we haven't heard the last of this one. 

Moving quickly along to games that did actually make It to the shelves, 
Xenon II made its first ever public appearance in our Work In Progress 
pages. The most visible of Bitmaps. Eric Matthews, talking of this soon- 
to-be-a-smash project, was quoted as saying: "Sustaining interest is the 
most difficult thing. You can't pack everything into the first level and 
carry on playing." As history has proved, sustaining Interest was the least 
of Xenon 2's worries. 

The review pages also threw up a bumper crop including Forgotten 
Worlds. Balance Of Power - The 1 990 Edition. Silkworm, Grand Monster Slam 
and RoboCop - but the highest scorer turned out to be Typhoon 
Thompson In The Search For The Sea Child with a relatively low 88 per 
cent. Where is Typhoon now7 

Finally, we carried news of the impending release of New Zealand Stoiy 
and caught a first glimpse of Cinemaware's II Came From The Desert and 
also featured Deluxe Paint III, The Sega Master System and Sierra's launch 
into Europe through Activision. 

Watch out next month for another trip down memory lane as we cast 
our eyes back to the Summer of '89 and Issue 9. 




COMPETITION 



THE ONE 



MAY 1991 




IhLA FABULOUS WEEKEND'S GOLF 
iil *WlTH ELECTRONIC ARTS 



HAVE YOU EVER WANTED 
TO DRIVE a shot over 300 
yards? Have you ever wanted 
to get out of a bunker without 
having to throw the ball 
manually. Have you ever 
thought "I wonder if I can get 
the ball to land on that 
rabbit's head?" Well now, 
thanks to Electronic Arts and 
PGA Tour Golf you can - 
well, almost. 

Spending a weekend at a 
sunny golf course may sound 
good at the best of times, but 
when you spend it at one of the 
Trusthouse Forte golf courses it 
begins to sound like a dream come 
true. 

Should you win this prize, you'll be taken 
from your home to one of THF's 16 golf centres 
(including famous courses like St. Andrews and 
Royal Birkdale), where you'll spend the weekend 
golfing, eating, golfing, eating and golfing. For those 
of you not quite so proficient, free tuition is included. 

And there's more! The 10 runners-up will each 
receive an exclusive, limited edition Executive 
Golfing Shirt. 

So you want to get clubbing? Then simply answer 
our three brain-taxing questions, pop them onto a 
postcard or the back of an envelope along with your 
name, address, telephone number, age and shirt size 
(S, M. L or XL) and send it to Golfing Giveaway, 
The One Magazine, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU, to arrive no 
later than May 9th, 1991. 




1 . In golfing terminology what 
does an eagle represent? 

a) A large bird flying over 
the course causing a 
distracting shadow, 
allowing the player to 
take his shot again 

b) A nickname for a 
i particularly accurate 
I shot 

c) Sinking a putt two 
strokes under the 
hole's par 

2. Which famous golfer 
Y does not currently 
endorse a golfing computer 
game? 



a) Jack Nicklaus 

b) Greg Norman 

c) Bruce Forsyth 

3. What is the 
common name for 
the equipment shop 
found on each golf 
course? 

a) The Pro Shop 

b) The Tee Shop 

- OS 

dose qs you'll gel to golf 
on your Amiga. 



THE SMALL 
PRINT 

The editor's 
decision is final 
and no 

correspondence 
will be entered 
into. Employees 
of EMAP, 
Electronic Arts 
and Trusthouse 
Forte, plus their 
friends, 
relatives, 
acquaintances, 
people who've 
passed them In 
the street (and 
so on) are not 
allowed to enter. 
Winners names 
will be 

published in a 
luture issue of 
The One. 





COM 
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Back in 1987, 
Broadsword 
Productions' 
Knightmare first put 
adventure games on 
national TV. Four 
years on, the company 
is hoping to repeat 
that success with 
Cyberzone, a game 
where The Crystal 
Maze meets virtual 
reality. Kati Hamza 
tunes in. 



BECAUSE THE GRAPHICS are only 
a 20 simulation of 3D, it was vital to 
hit upon a way of touching objects 
which didn't cause any problems 
with perspective. Using a pistol 
dispenses with the need to judge 
distances accurately all you have 
to do is line up your sights, squeeze 
the trigger and hope tor the best. 
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ed Leader is poised for 
action. Her shoulders are 
hunched and there are 
beads of perspiration on her brow. 
As she searches desperately for the 
target building, the sights and 
sounds of the city blur into one. 
Instructions from her Controller are 
pounding in her ears - keep left, 
watch out. Blue Leader is close. 
Suddenly there's a tremendous 
noise as a car races by, only missing 
her by millimetres, before speeding 
into the distance. 

For someone who's just missed 
death by a whisker Red Leader looks 
remarkably calm. Why shouldn't she 
be? The car isn't real and neither is 
she. This is the Cyberzone - a 
completely interactive virtual reality. 

However, unlike most virtual 
worlds you won't find it inside a 
specially manufactured helmet or 
booming out of a high-tech headset 
in quadraphonic glory. Cyberzone is 
virtual reality tailored tor TV. 

Cyberzone is the brainchild of a 
collaboration between TV produc- 
tion company Broadsword and 
Dimension International, a sister 
company of game developer Incen- 
tive. For Ian Andrew, head of 
Dimension and designer of such 
Freescape classics as Driller. Total 
Eclipse and Castle Master, it's his 
second taste of working for TV. He's 
already contributed graphics for 
another Broadsword production, 
BSB's The Satellite Game. 

That, and Broadsword's other 
previous production, Knightmare, 
were adventures complete with 
costumes, actors and scenario - 
Cyberzone is different. Producer 
Tim Child defines it as: "A new 
telesport - a straightforward sporting 
encounter witha 
lot of strategy 
thrown in." 

Eachpf these 
'encounters' 
lasts for 30 mi- 
nutes and in- 
volves two 
teams of two 
players (no 
strain was ex- 
erted on the pro- 
ducers' imagi- 
nations here, as 
the teams 
answer to the 
names 'Red' 
and 'Blue'), both 
aiming to be first 
to reach the cen- 
tral plaza of a 
city and turn the 
golden globe ro- 
tating at its heart 
(appropriately 
called Centre- 
point) to their 
own colour. 




En route, there are obstacles to 
negotiate, rogue vehicles to dodge 
and buildings to explore. Targets, 
some of them mobile, are scattered 
about the city - tagging these with 
your pellet pistol gains extra points. 

Inside the virtual worid. displayed 
on two giant video walls, each 
team's 'moves' are played out by a 
cyborg directly under the Leader's 
control. The cyborg is manipulated 
via a mobility station which elect- 
ronically recreates its physical 
movements on screen. When the 
Leader runs, the cyborg runs, when 
he crouches, stops or turns, the 
cyborg does it too. 

The Leader sees only a first- 
person perspective. His team-mate. 



THE CONTESTANTS only get to see part of the picture. 
The version that Is finally beamed Into your living room 
Is an edited amalgamation of 20 virtual cameras - and 
the team players hardly see any of tt. Should things gel 

too tricky though, the Zone Master may just ball you 
out: after all, It wouldn't make much of a contest If one 
of the competitors got run over early on... 



FREESCAPE AND 
SUPERSCAPE 



Development of Dimension International's Super- 
scape system, which is responsible for 70 to 80 per 
cent of Cyberzone's action, began in January 1 989. 
The aim was to develop and expand features which its 
predecessor Freescape couldn't cope with: mostly 
because by nature it was a game development 
technique and limited by Ihe capabilities of the 
machines on which it ran. Superscape runs faster 
than Freescape, features higher resolution graphics 
and has the processing power to cope with many 
more moving objects - including fully-animated 
human characters. 

If you have access to an IBM-compatible computer 
and feel like testing all this out for yourself, two PD 
disks are currently available: one is a running 
Superscape demo, the other, 3D Benchmark, is a 
utility designed to give you some idea of the power of 
your computer. Both can be ordered direct from 
Incentive/Dimension International (0734 817288) in 
exchange for £2.50; or you can find them in PD 
libraries and on bulletin boards. 




the Controller, has access to a 'real 
time' map of the city which displays 
not only its main architectural 
features, but also the current 
position of both Red and Blue 
Leaders. It's the Controller's job to 
advise his Leader where to go and 
what to do by yelling advice into a 
headset. Should all go well, the 
programme culminates in a physi- 
cally-exhausting last-ditch dash 
straight to the Centrepoint. 

In a way, with Knightmare and The 
Satellite Game acting as pioneers, 
the first virtual reality game show 
was really just the next logical step. 
While both shows were on the air. 
Freescape, which in total provided 



DESPITE BEING 

BUILT of 
stain-less steel. 

the set (here 
being shown off 
by host Craig 
Charles) almost 

didn't prove 
strong enough. 
The mobility 

stations, 
proved pretty 
shaky at the 
end of two 
days' filming - 

they'll be 
reinforced when 
the series goes 
on air. 




"Knocks your socks off... youVe never seen 3D as good as this. 
The 3D twist works extremely well and arguably makes Robocop 3 
the best fi Im licence yet." - ACE 'The vectors are super slick and 




smooth, all animations are top notch, giving us 
some of the best vectors around and the screens 
are superbly drawn. This is definitely one of 
the best film licences yet." - GAMES X 



■ AMIGA - IBM PC & COMPATIBLES 

ICHSTER M2 5NS . TEL: 061 832 6633 , FAX: 061 834 0650 
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only aboul 20 per cent of The 
Satellite Game's action, was blos- 
soming into Superscape, a more 
flexible Independent DOS-based 
system. When Tim Child saw it, he 
was suitably impressed. 

"I wentthere expecting to see very 
much the same sort of thing I saw in 
Freescape. but was surprised to see 
they had taken things a lot further." 
As he saw it. the new system's main 
advantage was that it was 
representational. 

"In a flight sim you can link two 
computers together and the players 
see each other as aeroplanes. What 
Dimension has done is to produce 
electronic men and women; when 
you go into one of their environments 
and see the other player you see 
them not as an aeroplane, but as 
somebody you 
can understand 
and relate to - 
an animated hu- 
man shape." 
Tim saw imme- 
diate gameplay 
and television 
possibilities. 

In one fell 
swoop. Dimen- 
sion had over- 
come one of the 
main difficulties 
associated with 
putting virtual 
reality on TV. 
From a pro- 
ducer's point of 
view, the main 
problem with 
most virtual rea- 
lity leisure appli- 
cations is that 
they're 'player 
experience 
based'. While 
the lucky person 
wearing the- 
headset is 

looping the loop or blasting seven 
shades of void out of the universe, 
everyone else can only look on with 
theirtongues hanging out. Sixmillion 
envious but frustrated viewers don't 
make for good TV. 

However, thanks to Superscape, 
the Cyberzone audience actually 
gets to see more of the action than 
the players. As well as the real 
cameras trained on the studio 
action, there are 20 'virtual' cameras 
positioned inside the environment 
itself. These can be attached to 
objects, characters and buildings 
from any number of angles - some of 
which would be impossible to reach 
in the real world. While Blue Leader 
dices with death and sweats to spot 
those targets, switching to the 
relevant virtual view Is guaranteed lo 
make the audience feel smug. 

There are other advantages to a 




FOR A FULL SHOW'S exploration, read 
30 minutes of Intense physical jerks 
Cyberzone is definitely a tracksult game. 

To avoid mismatching contestants 
there are two versions - one aimed at 
teenagers, the other for adults. The pace 
of the pilot programme even surprised 
the producer. "Some of the kids and the 
adults almost passed out with sheer 
excitement We never expected that we 
thought it was going to be reasonably 
exciting, but towards the end of the 
session we were actually stationing 
people close to the kids in case some of 
them overdid H." The result: an age limit 
- In true Logan's Hun fashion, those who 
pass 30 are automatically barred. 



THE VIDEO WALL image Is constructed from 12 hlgh- 
deflnltion mini-projectors. For the Leaders, tho effect is to 
almost totally envelop their field of view - meanwhile, the 
rest of the audience gels the chance to share the first- 
person virtual reality. 

computer-generated reality. In a 
world where nothing's real, the pro- 
ducer makes the rules. It's perfectly 
feasible for the game's Zone Master 
to subtly alter a contest's para- 
meters while the action's going on. 
"We can introduce new elements, 
we can raise the pace, we can raise 
the stakes. It's a bit like winding up 
the net half-way through a tennis 
match." Obviously, there are rea- 
sons to be careful though: if things 
are altered so that they have an 
unequal effect on the teams, the 
producers could lay themselves 
open to a charge of cheating. 

Asuccessful pilot programme was 
recorded recently, featuring ebul- 
lient Red Dwarf comic Craig Charles 
as host. Now all they have to do is sell 
the series - if everything goes 
according to plan, a full season of 
Cyberzone contests leading to a 




THERE HAVE BEEN considerable advances since this, the 
prototype Superscape human, stood up and walked. At 
Dimension's headquarters In Aldermaston they're slowly 
putting together a library of humans tor their different 
movements. He's already learned to run, turn his head and 
crouch - the ongoing objective is to Improve the fluidity and 
variety of available movements. Plans for an equivalent female 
version are currently in the pipeline. 
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CYBERTECH SPEC 

HARDWARE: Cyberzone is made possible by a 
customised versionot Superscape networked on five 
ICL PCs. each of which displays the action from a 
different viewpoint. There is one computer each for 
both the Red and Blue Leaders, providing them with a 
unique first-person view of the Cyberzone; one 
shared overhead/map view for both the team 
Controllers; one computer for the Zone Master, who 
acts as a kind of in-game god, altering the difficulty 
and nature of the game as he sees fit; and finally, a 
computer for the director , who can select any of the 20 
in-game vidua) cameras. 

SPEED: The output speed of the individual 
computers is 90 frames per second, but because all 
five run simultaneously, the screen update needs to 
work at its slowest speed of between five and 15 
frames per second to keep everything in synch. A486 
PC (called a Dispatcher) controls the environment 
and maintains the synchronisation. 
GRAPHICS: All of the computers have high-spec 
SPEA graphics boards: there's a small amount of 
parallel processing involved to increase the overall 
speed and detail. The resolution in the pilot was 640 x 
480 x 256 colours, although this may well vary in the 
final broadcasted version with corresponding 
increases in colour and complexity. 
SOUND: Sound effects are calculated in realtime and 
are pre-programmed to adjust theirvolume according 
to distance from any of the 20 virtual cameras. Car 
noises, for example, increase realistically the closer 
the vehicle gets to the camera. Dimension provided 
the software that drives the sound - the effects 
themselves were manufactured separately. 
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TAKING POT 
SHOTS at the op- 
position Is consi- 
dered good tac- 
tics and all par 
for the course: It 
you're running 
behind It's an ex- 
cellent way of 
knocking down 
the other team's 
points. Even so. 
It's rare for op- 
posing cyborgs 
to meet. 



v I 




grand finale should hit our screens 
this autumn. Whatever happens, 
Tim Child is convinced that for TV, 
virtual reality is an open door. 

For the present, he predicts that 
the most common applications are 



bound to be 2D (that's 3D simulated 
on a 2D screen), pretty much in the 
mould of Cyberzone. But once we 
get high-definition TV, different 
aspect ratio screens and a 3D 
viewing experience... who knows? 



"MOST TV GAME SHOWS go looking for fun," claims Tim 
Child. "Often it's' the 'hurry on down' principle where you 
cosmetically pretend everything is more urgent than it is." 
Host Craig Charles was hired to do just that, but In the end 
all that hype just wasn't needed. At crucial points during 
filming of the pilot, he was actually asked to calm the kids 
down. 




In the first of a 
regular feature on 
what's happening 
Stateside, Rik 
— Haynes runs through 
the new features o* 
Spectrum Holo 
latest attempt to 
$inR)|pft£ one of the 
world 
devastatin 
day combat p 
and checks out 
revolutionary 
Electronic Battl 
System. 




THIMt's W61A1 
30mm cannon cam 
fire 6,000 rounds 
per minulc - that's 
'fckfc a«' power 
In anybody's 
language! 
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FANTASTIC 



GENERAL DYNAMICS F-16 FIGHTING FALCON was one of Ue unsung heroes of 
the Gulf War While the F1 1 7A Stealth Fishier sneaked into Baghdad and 
blitzed tf>e media, American F-16 5 were busy tatons out Iraqi ground targets 
in 'dirty' and dangerous combat missions supporting A-10 tank-busters. "The F-16 
and A-10 were realty the two workhorses of the Gulf War," reveals Spectrum 
Holobyte CEO Gilman Louie. The F-16 is low-cost, very agile and does the job." 

Spectrum Holobyte onginally released Falcon, a simulation of the F-16, on the PC 
four years ago. Now the San Franciscan company has updated this classic flight-sim 
using the very latest software technology and programming techniques. What's the 
blueprint for the next generation then? 

Coming soon on PC, Falcon Mark II really exploits the capabdibes of this machine 
to the maximum. Unique game features include accurate mapping and 3D contoured 
terrain, highly detailed campaigns, high fidelity' flight model, and pint missions via 
modem with networking for up to 30 players on the same battlefield The 'hi-fi' 
option allows players with a maths co-processor to take full advantage of their 
hardware for even greater graphic and flight realrsm - experiencing the actual fed of 
an F-16, conlendng with such manoeuvrability factors as lift and drag. 

Falcon Mark II requires an IBM- 
compatible - ; i 1 286 a fester] a d 
supports 256-colour VGA, 16-colour 
VGA EGA PS/1, AdLib, SoundBlaster and 
Roland graphics cards and sound- 
boards. Some of these will even 
produce drgibsed speech. 

If your PC is equipped with EMS you 
can review your performance using the 
improved 'black box' replay software 
technology This feature includes a 3D 
cube display called TACTS (Tactical 
Aircrew Ccmbat Training Simulation) 
which shows your fighter, enemy planes, 
firrtg of every mrssile and the downing of 
all aircraft tn a wireframe enworvnent If a 
bird sneezes, you'll know about it with 
TACTS' 

Players can choose which style of game 
they want to play. Instant Acton is rather Itke an arcade game and puts you r\to a 
single F-1 6 in the midst of enemy planes. The action e scored according to how 
many enemy planes you can shoot down before being killed or ending the game 
Fighter Weapons School lets you design and edit U>e original training missions to help 
you practice and fine-tune your skills. For example, you could assign four F-16s to go 
out, be engaged by four M"G-29s and continue on to destroy an airfield. You would 
plot the flight in and out of the target area, then run the simulation controlling one of 
the four planes. If you're unsuccessful, you can try an infinite number of oOier 
patterns and options until you get ft right. 

When you think you're ready for the hard stuff, wtiy not go for a Campaign? Here 
you control a squadron of 16 planes, eight of which can fty missions simultaneously. 
The computer assigns each mission to reflect the regional conflict you're currently in. 
You'll face an even greater threat of enemy forces including SAMs (Surface to Air 
Missiles), AAA (Anti-Aircraft Artillery), small arms fire, 
Hind heiicopler5, shoulder-launched missiles and 
MiG-21, -23, -27 and -29 fighters its a good job 
you can arm your F-16 with a whole host of 
weaponry before each mission No two Campaigns 
are exactly alike because the computer generates a 
new set of missions according to your success or 
failure on the battlefield. 

Conversions of falcon Mark II to the Amiga and ST 
are currently under consideration. No pnee lias 
been set for the PC version, but Falcon Mark II 
(under the international name of Falcon 3.0) will sell 
for a whopping $69.95 in the States. 



GENERAL DYNAMIC'S FIGHTING FALCON was the star 
of lb< 1977 Paris Air Show. The F-16 is now in 
service with countries all over the world, wtth a 
basic strip-down model coning a cool S18 million. 





SPECTRUM HOLOBYTE 

A weird name for a software house, right? 
The story goes that Spectrum is supposed 
to represent colour, Holo - 3D and Byte - 
computer. Spectrum HoloByte and 
Mirrorsoft are actually subsidiaries of the 
same parent company. The American games 
developer was started in 1 9B4 and has 
stuck, in the main, to military simulations 
The first release, Geto, was quickly followed 
by Obiter (Space Shuttle simulation) and 
PT-1 09 (a simulation of a World War Two 
patrol boat). Then came Falcon in 1987, 
the company's first big hit. Spectrum 
HoloByte has even co-developed a 

professional version of 
Falcon to teach US Air 
Force pilots how to 
handle computer systems 
in split-second decision 
combat situations "There 
are too many gauges and 
switches in modem-day 
combat aircraft. Pilots 
really get confused in 
combat situations," says 
Gilman Louie, "There was 
a lot of this happening in 
the Gulf War. Pilots were 
forgetting to arm the 
missiles, bombs and 
switching to the wrong 
guidance systems. We 
offer a low-cost trainer to 
make pilots aware of the 
problems. ' Other games 
by the firm from San Francisco indude Tank, 
Vette, Right Of The Intruder and Stunt 
Driver. Spectrum Holobyte has also enjoyed 
considerable success in the USA with Tetrts 
and the other Soviet arcade puzzle games 
from Alexei Pazhitnov. In addition to the 
EBS series of military simulations, Spectrum 
HoloByte is now working on a new range of 
products under the name of Sphere of 
Influence, Players can run any country In the 
world for the next 25 years with simulations 
of world finances, global power, military 
and environmental issues via a TV user- 
Interface. Each channel represents a 
particular viewpoint of how your actions 
affect this world. The game is very accurate 
because Spectrum HoloByte is using data 
from the World Bank. You also set-up your 
own goals at the start and the title supports 
multi-player options in a similar sort of way 
to the EBS series. This will be available 
towards the year's end on PC, Amiga and 
CD-ROM. 




ts 




SPECIFICATION 
OF THE REAL 
THANG 

Model: F-16C Falcon 




~z Strike Fighter 

Crew: One 
Range: 540km 
Ceiling: Over 
50,000' 
Maximum 
Speed at 0*1 
800kts 
Maximum Speed at 
36,000'. 1,l90kts 
Manoeuvrability: Excellent 
Armament: six-barrel 20mm cannon, 
7 weapon pylons 

Comment: Israel used F-16's on Ihe 
raid against Iraq's nuclear facility at 
Osirak back in the summer of 1981. 
This was Saddam Hussein's first 
taste of superior American military 
technology and smart weapons. 
Perhaps he should have learnt a 
lesson? 
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ELECTRONIC BATTLEFIELD SYSTEM 

The idea of the Electronic Battlefield System (EBS) is to allow players 
to buy different games in the series, for example Falcon Mark II and 
Avenger A-1 0 followed by a remix of Spectrum Halo Byte's Tank 
product, which will all be able to work simultaneously across the 
same network: So if you have a LAN (Local Area Network) in your 
office, say a Novell network, you'll be able to have anywhere from 
eight or more players controlling helicopters, tanks and planes all 
working off the same battlefield in a similar scenario. 

"you all work together or fight against each other on the same 
battlefield," confirms Louie. 

Hostile company takeovers could soon be fought over 
simulated skies instead of unexciting spreadsheets! Players coukl 
even be in foreign countries thanks to the modem link-up option. "If 
you were flying an A-10 In London and I was flying an F-1 6 in New 
Voik." says Louie, "we could call each other up and play a scenario 
where t would have to escort you into a particular mttsion. 

This Electronic Battlefield is a real-time replica of the real-thing. 
Players can have up to 270,000 square miles of a battlefield from 
anywhere in the world. Falcon Mark II will ship with Iraq, Israel and 
Panama. Spectrum HoloByte/Mirrorsoft will be releasing additional 
data disks with Korea, Philippines, Central and Eastern Europe The 
system is now capable of handling any terrain," remarks Louie. 
Spectrum HoloByte used American DMA (Defense Mapping Agency) 
data, so EBS is accurate to within a quarter of a kilometre and 
Includes all the major cities and landmarks from the areas simulated. 
It's also 'relief-mapped' so It actually has all the Mis, mountains and 
valleys. The list of ground targets is several pages long and includes 
skyscrapers, bunkers, trains, rail-yards, tanks, bndges, oil refinery's, 
and nuclear research facilities .... 

The 'wars' are campaign orientated, each mission Is progresses 

on from the last one. For example, if you don't destroy the bridge in 
the previous mission, some enemy tanks could move across it. If you 
don't destroy these tanks then your supply-lines get cut-off during 
the next mission. If you lose your supply-tines you don't get any more 
fuel or weapons. 

"This is a much more In-depth way of looking at a military 
simulation than simply buzzing about shooting up some targets and 
completing a mission," Louie believes. 

Tank, a simulation of the American M1A1 Abrams tank, had 
the first components of EBS, but Spectrum HoloByte made so many 
enhancements to the EBS engine that Louie has decided to do an 
upgrade of Tank, appropriately titled Tank Mark U. This will support 
the new EBS and should be available later this year. 

Future games in the EBS series will Include simulations of the 
Apache AH-64 assault helicopter and possibly the F-1 5 Eagle and F- 
1 1 7A Stealth Fighter. 




such as 3D contoured teiram and 




READY FOR TAKE-OFF 

Here is a brief run-down of five flight-sims on tl« runway. . . 

AVENGER A-10 

Spectrum HoloByte/Mirrorsoft 
PC (Winter), Amiga (TBA), ST (TBA) 
The F- 1 6 and A-1 0 combat planes seem to 
have become partners in air/$round attack. 
Utile wonder then, that tl»e next fight 
simulation from Spectrum HoloByte 6 gong to 
be based arourvj the tenkbusuns *Warthog', 
Avenger A-1 0 wiH be the second EBS title and 
includes all the features found m Falcon Mark I 

multi-player Imk-up. The A-1 0 proved to be a top tank (oiler dunng the Gulf War 
UvJnks to its devastating 30mm seven-barrel cannon. Two Warthog pilols set a 
record on February 25 when they destroyed 23 Iraqi tanks in a single day. 

F-89 RETALIATOR 

Ogital Image DesisrvOcean 
PC (Next Month), Amiga (Out Now), ST (Out 
Now) 

After almost a year of software reengmeenng, 
this award-winning flrght-sim e now ready to 
rock W roll on the PC. A futuristic simulation of 
the next generation of Amencan fighter 
aircraft, F-29 features some of the fastest 3D 
graphics yet seen m a computer game with aerial combat, strategic bombings and 
interactive ground-based battles. The latest adaption includes improved flight 
modelling and extra bitmap mtro' screens for added sptce. The guys at Digital 
image Design are now thinking about doing a follow-up, but they have to finish 
their Epic space combat sim first. This should be here in the autumn, 

F-1 17A STEALTH 
FIGHTER 2.0 

Microprose 

PC (Winter). Amiga (Under 
Consideration), ST (Under 
Consideration) 

The undoubted 'star' of the Gulf War is 
coming to a computer screen near you 
later this year. Thanks to its strange radar- 
evading shape and supersmart weapons, the F-1 17A was used to strike 95 per 
cent of the primary targets m Baghdad. American Air Force LL General Charles 
Horner sad Ihe Stealth Fighter exceeded his expectations of how many targets It 
could destroy with limited sorties. Each F-1 17A costs a mere SI 06 million. The 
forthcoming MkrroProse simulation features rune different worlds (including Iraq, 
Northern japan, Columbia and Panama), advanced enemy artificial Intelligence, 
sprite explosions and a graduated hon2on for greater realism. 

BIRDS OF PREY 

Argonaut Software/Electronic Arts 
PC (Winter), Amiga (Soon), ST (TBA) 
The development of Birds Of Prey has taken a 
very long time, three-and-a-half years to be 
precise- This isn't very surprisingly when you 
consider the game accurately simulates over 40 
modem-day aircraft from the 5tealth Fighter and 
Space Shuttle to MiG-29 and 747 Jumbo Jet 
Argonaut Software is trying to combine the best ol ftght-SHnulaticm and dog- 
fighons^rcxjnd attack action. Project Leader Chns Humphries believes it's very nice 
to have absolutely 1 00 per cent realistic flight coupled with superfast pofygon 3D- 
graphics. See if The One agrees with h*n when we review Birds Of Prey In a future 
issue ... 

PLANETSIDE 

Psygnosis 

PC CD-ROM (Earty 1992), CDTV (Early 1992), 
Potentially the most far-reaching and ground- 
breaking flight-simulation featured here, 
Pianelstde (working title) is the culmination of 
Psygnosis' experimental work with CD-based 
games. The photorealistic images (using fractal 
and ray-traced graphics) in the current 

demonstration running on CDTV look more like a movie than a computer game H 
fact, Planetside is one of the first proper 'interactive movies' to appear on the 
scene. "We're more likety to make a good interactive product than say Warner Bros 
or Columbia.' says Psygnosis co-founder Ian Hetherington. Even the flow of the 
game feels more like a film - with close-up and long-shots of the non-stop action. 







. . . HE'S IN TOWN WITH A FEW DAYS TO KILL 
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NOTHING 
BUT THE 
BEST 

Hitachi is 
affiliated witti 
prestigious 
American 
academia such 
as the 
Massachusetts 
Institute of 
Technology 
and the 
University of 
California. 
Berkeley To 
promote the 
international 
exchange of 
research 
eMorts, Hitachi 
started HIVIPS 
(Hitachi 
Research Visit 
Programs) 
Pack in 1975 
Each year, 
some 30 
researchers 
from around 
Ihe world join 
ihe Central 
Research 
Laboratory 
outside Tokyo 
in Japan. 
These people 
have various 
backgrounds, 
they include 
university 
professors, 
graduate 
students and 
exchange 
researchers 
from other 
companies. 
For further 
information 
regarding 
HIVIPS 
contact: Yutaka 
Kuwahara. 
Head ol Office. 

R&D 
Administration 
Office. Central 
Research 
Laboratory, 
Hitachi Limited, 
PO Box 2. 
Kokubunji, 
Tokyo 185. 
Japan. And 
don't forget to 
tell them that 
The One sent 
you' 
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HYPERACTIVE 



What is Hitachi up to? 
Rik Haynes takes a tour 
of its labs to see what 
the future holds. 



HITACHI 



Walk into any high-street shop today and you'll see 
gadgets and gizmos thought impossible just 20 years 
ago. Video cameras that fit in your hand, cheap 
microwave ovens to 'nuke' food into submission and 
even washing machines with silicon brains to sort out 
those wash-day blues. 

But how do the technologists actually devise these 
marvellous toys? And more importantly, what are these 
techno-ploneers planning tor the next 20 years? 

Hitachi is probably the best firm to ask. The talented 
scientists at this often overlooked Japanese electronics 
company are exploring and expanding the edge. 
"Creating newbasic technologies for the coming 1 0 to 20 
years," as Hitachi founder Namihei Odaira once put it. 

One of the largest manufacturers of electrical and 
electronics equipment in the world. Hitachi never 
overlooks a potential wonder widget. Whether it be a 
home appliance or heavy industrial system - and its 
range of more than 20,000 products prove this point. 

This obviously isn't a business tor the faint-hearted or 
near-sighted. While our Government is threatening to 
slashthefunding of newscience projects. Hitachi spends 
$2.7 billion on research and development. Not bad, 
especially when you consider that the firm was 
established in 1910 as an electrical repair shop tor a 
copper mining company. Hitachi is now the ninth largest 
corporation in the world with total consolidated sales of 
$45 billion and over 290,000 employees in 34 countries. 

As the Second World War destroyed his country, 
Odaira strongly felt that: "A private company should have 
a laboratory with Ihe capability to work on goals set for the 
future." 

This was his motivation in establishing the company 
laboratories. Hitachi now has a total of nine corporate 
research laboratories, including facilities in Tokyo, San 
Francisco, Cambridge, Dublin and a design group in 
Dusseldorf, West Germany. 




LEVITATING CAR 

Researchers at Hitachi have recently developed a 
Meissner levitated linear motor car model through 
utilisation of a high-tech superconductor. Composed 
mainly of a thallium-based TI-Ca-Ba-Cu-0 supercon- 
ductor, the car is levitated above a permanent magnetic 
track due to the 'Meissner effects' and driven along the 
track by a linear motor. 

In plain English, the boffins at Hitachi are working on a 
car that floats in mid-air! Don't sell your XR3i just yet 
though, this baby is still firmly in the experimental stage 
for the moment. 



VISUAL TECHNOLOGY 



In the decades since the birth of television, the progress 
of visual technology has been nothing short of 
spectacular. The last 30 years have witnessed the 
development of a long succession of products that made 
full use of the latest electronics of their day. 

After achieving mass-market success in the 1950s, 
black-and-white TV began to give way to colour in the (ale 
1960s. And, since then, we've been introduced to the 
video cassette recorder, the video camera, the video 
laserdisc player and the LCD TV. 

Hitachi believes the 1990s will see technology 
progress at an even faster pace. "We can look forward to 
higher resolution, higher picture quality and screens 
which are larger and thinner than any available today." 
predicts the company spokesperson. "This being the 
trend of Ihe times, Hitachi is stnving to develop the home 
electronics products of tomorrow. Products which 
integrate Ihe latest technology from a variety of fields, 
including electronics, fine machinery and software." 
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TFT-LCI 

High demand for colour flat panel displays in handheld 
video game consoles camcorders, portable computers 
and TVs prompted Hitachi to devise a 10.3" high 
resolution TFT-LCD (Thin Film Transistor Liquid Crystal 
Display) . This screen is crisp, space-saving and capable 
of running on low levels of electrical power. 

Hitachi's TFT-LCD Is a (1 120x 3) x 780-pixel display 
with eight grey levels and 512 colours, plus a contrast 
ratio of more than 100 for ease of viewing. Contrast 
problems have plagued LCDs since their original 
conception, hopefully all the bugs have been ironed out 
with this latest Innovation. 



ARTIFICIAL BRAIN 

Perhaps the most ambitious, and far-reaching, project 
currently being played with in the labs of Hitachi is the 
three-dimensional neural network or 'artificial brain'. In 
an attempt to explain the computation principles of the 
brain, Hitachi has developed two original techniques for 
nerve cell culture: the arranged placement of neurons 
onto a culture plate and control over the direction of 
neurite growth. 

The study was earned out in collaboration with Dr Jun 
Fukuda of the Department of Physiology at the University 
of Tokyo, School of Medicine. If the sci-fi writers are to be 
believed, In the coming decades a new form of artificial 
llfeform could be created in the labs of companies like 
Hitachi. It certainly makes you think. 






CD2 

Hitachi's CD2 is a personal and interactive multimedia tool for entertainment, 
business and education applications. The basic function of ihis techno-toy is 
to enable the presentation of audio-visual databases recorded on compact 
discs, which can contain more than a thousand pages of full-colour natural 
pictures and accompanying CD-quality sound. 

With a couple of discs, you could literally have the world in your grasp. A 
portable unit designed for viewing data from special compact discs, the CD2 
combines aCD-ROM drive, 5"colour LCD screen and 1 6-bit microprocessor. 
It is 70mm in height, has an A4-size footprint and runs on batteries for portable 
operation. 

Hitachi has equipped the CD2 with an LCD screen that relies on TFT (Thin 
Film Transistor) technology to achieve a high-quality full-colour picture. 
"CD2 employs a user-friendly interface that allows operators to forget that 
they are dealing with a powerful 
computer," reveals Hitachi. 

After all, sufferers of technopho- 
bia would rather work on a deck 
which looks like a TV hooked up to 
a compact disc player than a high- 
end computer. For wire-heads 
among you. the CD2 uses CD- 
ROM/XA discs which can store 
2,000 full-colour compressed VGA 
images or 16 hours of audio, or a 
lesser combination ot both. 





The search for human talent goes far beyond the 
boundaries of downtown Tokyo. Hitachi runs a special 
programme to encourage researchers from foreign 
countries and other companies. Industrial spies need not 
apply. 

Almost half a century has passed since the Hitachi 
Central Research Laboratory wascreated in 1 942. While 
Japanese soldiers were patrolling the steamy jungles of 
Malaysia, Hitachi was busy planning the future. 

"The next century is expected to herald a culture of 
highly sophisticated, individualised information. Elect- 
ronics technology is envisaged as bringing about 
prosperity in personal life. Such technology will be 
incorporated into human-friendly systems, and multi- 
media communications network technology enabling 
communication with anyone, at any place and at any 
time. The driving forces behind the development of this 
technology will be you and us," as one company 
spokesman puts it 

Big risks reap bigger rewards. Anything is possible. 
From ultrafast processors and mega-memory chips to 
the next generation of TV systems and laptop VCRs. 
Some of the more exotic projects currently being 
developed in Hitachi's labs border on pure science 
fiction: computers which think for themselves, ultrasonic 
cancer treatments and walking robots. Remember Luke 
Skywalker's landspeeder in Star Wars? Hitachi 
seemingly does, because it's also working on a levitating 
car. 



"A lot of 
people who 
see the film 

will 
experience 
that kind of 
future." 

Ridley Scott, 
director of 
Blade Runner 



LAPTOP VCR 

Luckily though, Hitachi Isn't |ust working on 21st Century cyber-gear 
even today you can go Into your local high-street dealer and pick-up a 
neat piece of the company's consumer electronics. 

The Lapwatch Is tho world's first mulll-system portable TV and VCR 
combining a 5 colour TFT-LCD, 20-channel television tuner, lull-sized 
multi-system VCR that plays VHS cassettes ot any format. The deck Is 
compatible with PAL, .«JTSC and SECAM broadcast systems so you can 
use it in Europe, America and Japan. You even get special magnetic 
shielding for a clearer reception, 

Hitachi describes the Lapwatch as a "creative fusion of advanced 
technologies to make your fellow commuters envious on your train 
journey to and from the office." Innovation isn't cheap ihough. 
Lapwatch will set you back a hefty CI ,300, and that doesn't Include the 
wallet-busting amount of cash you'll spend on batteries to teed It. 
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"Scientific technology has deter- 
mined the progress of our civilisa- 
tion and created unlimited possibili- 
ties tor the future," says Katsushige 
Mita, President of Hitachi. "It is the 
means to make humanity's dreams 
come true. Now it has become vital 
to ensure that our technological 
innovations are in harmony with 
nature." 

Mita is not riding the new wave of 
"green' perfection. Hitachi was environmentally aware 
50 years ago - apparently, work crews were instructed 
to spare living trees wherever possible when construct- 
ing the first lab in Kokubunji. central Japan. 

"Our founder built Hitachi with the belief that the 
company should serve society through technology," 
offers Mita. "Hitachi innovates to improve and enrich the 
lives of individuals and societies. We hope that techno- 
logy will foster the creation of a global community." 

Space really could be the final frontier. Although the 
ultimate challenge is inner rather than outer space. 
Nanotechnology sounds crazy: futuristic microscopic- 
machines the size of atoms cut your hair and clean your 
teeth - and you won't even notice them doing it! One 
thing is certain, Hitachi will probably be there with 
patents pending. It's already been responsible for a 
80,000 of them. 

History is for the taking. Hitachi is simply making sure 
it gets a huge chunk of tomorrow. The company 
philosophy goes something along the lines of 'if you've 
got the technology, you've got the future'. So, with this in 
mind, let's take a look at some of the innovations 
currently under wraps at Hitachi's HQ... 



"This is an age of wonder. 
We inhabit the 
dreamscape of our 
fathers, surrounded by the \ 
fruit of their innovation. 

The technological 
achievements of modern 
society are the realisation 
of the human spirit of 
curiosity and inquiry. 
Modern scientific 
technology has improved 
the way people live in 
thousands of dramatic 
ways. Now the central 
issue of our time is to 
harness technology for 
the good of people and 
the good of the planet. 
Hitachi is committed to 
innovation that will make 
the world a better place. " 

A Hitachi Spokesperson 
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HDTV 

In recent years, many efforts have been made by 
manufacturers, research institutes and broadcasters to 
develop the next generation television broadcasting 
system with photorealistic picture quality and a 'cine- 
mascope' display. 

Hitachi has been focusing on the research and 
development ot HDTV (High Definition Television) 
devices, including cameras, monitors, receivers and 
video tape recorders for both professional and home 
use. The resulting domestic 1/2" high definition video 
cassette recorder features a recording time of more 
than two hours for baseband HDTV signals and utilises 
compact size cassette and Metal Particle (MP) tape. 

So why isn't HDTV in Dixons yet? Japanese, Ameri- 
can and European visionaries have been squabbling tor 
nearly five years over which HDTV system to adopt. 
Replacing the current broadcast and domestic TV- 
systems will create a market worth billions of dollars and 
everybody wants their slice of the cherry pie. World Cup 
Italia '90 was recorded in Japanese HD-format, so I 
know which system I'm rooting fort 



THINKING MACHINES 

The Invention of »• *4ectronic 
computer rank* a* on* o4 2Gth 
Century mankind's gratia** 
achievement*. Neural- 
computer*, machine* that cai 
think for tnemsotvee. could etei 
a similar revolution In the 
to come. 

Where** contemporary com 
putara operate logically, neuro 
computer* operate along lln*< 
that resemble human inluitd 
They're especially sulbsd to *!■ 
tro-racognltion problem 8 wW 
defy solution by bradltloni 
approach**. 

The performance of a now 
computer depends on " 
number ot neuro-clrculte It ooi 
ulna. Up to the present. Hrta< 
has succeeded m bul 
rmirox- 
re advancement* could yield 
•ineeiHgent m*chln** 
respond to and antidpot 
area) 
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WALKING ROBOT 

Soon, you could be taking a robot for a stroll instead of your pooch. A 
reduced-scale quadrupedal {that's four-legged to you and me) walking 
robotic mechanism has been developed at Hitachi's Mechanical Engineer- 
ing Research Laboratory in Japan. This robot features the living creature- 
like capabilities of walking and stepping over obstacles. 

In addition, this robot is 'smart': it operates autonomously and can adapt 
intelligently to understructured and cluttered environments with minimal 
energy consumption. 

A robot capable of trotting across flat ground In a way similar to that of a 
horse, and walking without help in environments with staircases and other 
physical obstacles is being developed as part of an eight-year large-scale 
national project coordinated by Japan's Ministry of International Trade and 
Industry (MITT). 

Hitachi's control technology can be adapted to robots for use in space, 
agriculture, construction, health and 
nuclear power facility maintenance 
applications to name but a few ot its 
wide and varied possibilities. 

The Japanese love robots, they 
can be seen in every part of their 
culture from factories, movies and 
comic books to advertisements, 
toys and nightclubs. According to a 
spokesperson, "We at Hitachi will 
continue to improve our established 
robotic technologies which we 
believe are indispensable for the 
enhancement and advancement of 
human society". 




VIDEO PRINTER 

A product ot Hitachi's advanced TDT (Thermal Dye Transfer) 
technology, this video printer can provide a near-photo quality 
picture Irom a video image within 50 seconds. It employs a new 
mechanism which minimises Ihe lime lor paper transportation, 
colour changing and paper ejecting, plus a new thermal compensa- 
tion system for faster printing with stabilised tone and colour 
density. 

Ordinarily, thermal printing is very slow. This video printer 
represents the currenl stale of the art and can be used in conjunction 
with Hitachi's CD2 portable CD-ROM viewer. 
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orgoth, Lord of Chaos, he who brings noth 
ing but death, worships nothing but destruc- 
tion has infected your world with his evil. 
In sorrow and anger the gods drown all except the >i 
land of Arborea, home of the four sacred crystals of k 
harmony, stolen by Morgoth and his servants. 
In a race against Chaos, Prince Jarel and a band of 
' trusted companions must find the crystals and 
restore them to their sacred shrines. To fail is to lose 
| everything. 

m in 





Sr 




MABKHiDBY 




PAL ACS 

30^ ru-ijis 



mmmm ISSUE 42 • MARCH 1992 £2,95 





HAS ANYONE managed to catch 
Gamesmaster on Channel Four recently (silly 
question really if their viewing figures are 
anything to go by)? We'd tike to hear your 
views not only on the show, but whether you 
think it's doing a good job. A lot of people 
have been campaigning for a TV computer 
show for a long time, but now that it's here, 
is it what we were after? What form do you 
I think a TV games show should take? Send us 
your opinions and we'll see about printing 
them in a future issue (and let's hope some 
TV producer is reading and takes notes). 

By the way, this month you may have 
noticed that a couple of familiar names are 
rather conspicuous by their absence. The 
most notorious Irishman to enter these shores 
since Terry Wogan, Ciaran Brennan, has left 
us for pastures new. Also, the lovely Yvette 
Nicholls is off to explore the wild untamed 
lands of Africa. As always, whenever 
someone decides to leave our nest, we wish 
them both the best of luck and in Yvette's 
case, hope she isn't eaten by a lion or 
something. 
Paul Presley 




! It's cartoon 

Wi Wi I capers and 

animal antics 
with Dynamix' 
The Adventures 
Of Willy Beamish. Our 
own 'artful dodger', 
Jools Watsham gives it a 
full review... 



6 THE 
SNEAK 
PREVIEW 
DISK 

The only disk that can 
save you money! Not 
only do we bring you 
racing action at its 
finest in Indy Heat, 
we've got three levels 
of System 3's Fuzzball, 
plus the chance to buy 
it at a special offer 
price. 

8 NEWS 

Nothing on the Mike 
Tyson court trials, the 
Paddy Ashdown 



scandal or the 
continuing troubles of 
that zany duo. The 
Maxwell Brothers. Just 
up-to-the-minute 
information on your 
favourite games 
brought directly to 
your door. 

21 PROFILES 

The master of smut 
and innuendo, Al 
Lowe, talks about all 
things bright, beautiful 
and American, while 
5teve Turner of 
Graftgold talks about 
something else 
entirely. 



24 LETTERS 

Dear Old Codgers, 
I am President of the 
United States of 
America. 
Yours truly, 
George Bush 
Phew! Bet that's a job 
and a half ma'am. 

28 WORK IN 
PROGRESS 

Doing what he wants 
to do and saying what 
he wants to say, Ciaran 
Brennan takes a look 
behind the scenes at 
Ocean's next big film 
licence - The Addams 
Family. Meanwhile, 
back in London, Virgin 
Software proudly 
shows us how Cryo's 
adaptation of David 
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#«his all started in my house three years ago, say* □ « * 
T were about 25 of us then.' He stands by the pool at San Jose s Hyatt 
■ Hotel, surrounded by about 200 game freaks of all description 
Another 300 or so are busy milling round the various lecture rooms, buffet 
tables coffee dispensers, bars, and other conference locations. The 
Computer Game Developers' Conference, it seems, has come a long way 
This year it ended up as three days of non-stop gamespeak. There were 
lectures on optical disk game development, self publishing, graphic 
violence, artificial intelligence, sexual consciousness, and fantasy r ° le / 
playing - and all those took place in the first two and a half hour the 
first day! In all, there were nearly 60 sessions, including an Apple sponsored 
dinner, a massive banquet, and some very serious drinking. 

The list of software celebrities was endle^hougMJj^^ 
conspicuous by their absence. 
Staggering from one buffet table to 
another, you could bump Into EA boss 
Trip Hawkins. Chris 'Wing Commander- 
Roberts, Steve 'teafher Goddesses' 
Meretzky, Noah 'IndyM' Falstein, and 
Richard 'Lord British' Garriott - and still 
be sucking on the same slice of fresh 
pineapple. 

So what did these luminaries 
actually DO during those three days? 
Let's mingle with the throng, prick 
our ears, and try to pick up what was 
going down... 



Rob Fulop was the man 
behind the Atari Missile 
Command and Night Driver 
cartridges and, later. Demon 
Attack and Cosmic Ark. He's 
perhaps the first producer in 
the world to develop movies 
specifically shot for 
interaction and now runs a 
company called Interactive 
Productions. In one of their 
latest titles, developed for 
CDI, Fulop used live actors 
and voice overs to produce 
Hotseat - a family game in 
which players have to guess 
how their friends would 
respond to awkward social 
dilemmas. 



Hotseat. Enter the screen host 
who calls players by their 
names and keeps the action 
rolling 



The game hosts present the 
players with dilemmas. In 
this case, would you kiss a 
girl who had (in Fulop's 
immortal phrase) 'Horsemen 
of the Apocalypse breath'? 



ALL TOO 

Chris 'Balance of Power' 
Crawford gathers together 
hundreds of programmers 
and game designers each 
year to debate the state of 
the art. Steve Cooke tagged 
along... 



Please be seated... 

Conference events were divided into 
lectures, panels, debates, seminars, 
and round tables. At least that was 
the theory. In practise, any lecture 
could suddenly turn into a debate, 
and some debates sounded 
depressingly like lectures, as the 
audience sat stunned into silence by 
some particularly esoteric bit of 
game theory. We name no names... 

The afternoon of the f irst day saw 
Crawford and Origin's Chris Roberts 
battle it out in a debate entitled 
Good Graphics vs Good Gameplay. 
Crawford was there for gameplay, 
Roberts was rooting for graphics, 
and the audience were there for 
blood. Plenty was shed... 

The debate began with Chris 
Roberts bravely outlining the 
importance of presentation. You 
could tell the audience were 
unsympathetic - despite the fact 
that many designers spend their 
time extolling their latest 3D 
routines, none would admit to 
putting anything other than 
gameplay first. Roberts had the air 
of someone discussing the principles 
of kosher butchery in a room full of 
vegetarians, and he got about as 
svmoathetic a reception. Crawford, 

who is a particularly fiery speaker, then proceeded to dazzle the audience 
with his defence of gameplay. Spurred on by the audience, the debate 
rapidly degenerated into a series of thrusts between the speakers, most of 

p y which were either aimed at Wing Commander 

^ * I "J (supposedly all graphics, no gameplay, and 

huge sales) or Crawford's Guns And Butter 
m (supposedly all gameplay, no graphics, and no 
jj^^J sales). Finally, Roberts understandably 
£| I changed tack before the storm and began to 

f ™ PH I argue the opposite case, or even both cases at 
jj^ i. ^ J I 0 nce. This led to total confusion, lots of noise, 

I and a vote whictl naturally reassured 
^fcf y^ I everyone that gameplay was top hole and 

W .^^5 I don,t vou dare su 99 est otherwise. 

V The first day also saw a session on Virtual 

WW Reality, with Eric Gullichsen of Sense8 and 

RobFuloo developer of Scott Fisher (previously of NASA's Virtual 

«™?r 100 multimedia Environment Workstation project) amongst 

nrodurts TuenT in the speakers. Fisher gave a hilarious slide 

Rl^JI'Mgl..- *how of the history of VR gadgets. 




OFFER A MINT 
MAKE AN EXCUSE 
KISS HER 



THIS AREA OF THE WEST 
COAST was on most 
computer enthusiasts' 
itinerary last month. 
Punters descended 
first on San Jose 
for Chris 
Crawford's bash, 
then flocked up 
Highway 101 to 
attend the SPA 
awards cere- 
mony, then 
battled their 
way back down 
the highway to 
San Jose again 
to attend the 
CD ROM 
conference... 
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The 

Hotseat 
player 
secretly 
enters his 
decision, 
while his 
friends try 
to predict 
what he 
would 
do... 



i 



If 



) 



Looks like 
she's 

accepted a 
mint. Thank 
heavens for 
that! 




'The deeper power of telepresence 
awaits below the waterline. One can 
imagine a transformation spawned by 
sensory immersion, like the Tokyo 
night, where the burning sky collapses 
in upon its content, driving meaning 
down into a realm that is entirely 
unsuspected, intimate, and vast../ 

Brenda Laurel, Telepresence Research, cyberspace 
pioneer.. 



show of the history of VR gadgets, culminating in a 
giant helmet, looking like a primitive sea urchin, 
which kept the unfortunate user aware of sensory 
events outside his field of view. It did this by (I kid you 
not) physically jabbing one of its spines onto its 
victim's scalp. The location of the jab indicated the 
threat direction, alerting the user to, say, an incoming 
missile from behind. Ouch! 
Followed, in all probability, by 
bang! 

Eric Gullichsen showed off SenseS's 
VR system running on a PC. This 
system, called WorldTooiKit, 
operates rather like a Rolls Royce 
version of Incentive's 3D 
Construction Kit, accepting world 
geometries from programs like 
AutoCAD and then using Intel's 
powerful DVI graphics processors to 
apply scalable textures to objects, 
manipulate them, and generate a stereoscopic display 
for a headset, all in real time. Neat, but around 
£10,000. 

On the second day, Brian Moriarty gave an exquisite 
talk about The Birth of a Medium. Once responsible 
for titles like Wishbringer or (more recently) Loom, 
Brian has now moved over into educational software 
at Lucasfilm and has been researching the early days 
of cinema. He showed the audience clips from some 
of the first movies ever made, and reminded us that 
film, like video games, was once a volatile niche 
medium that no-one ever believed would develop 
into an art form. There's hope for us yet... 

Or is there? Chris Crawford took the stage again on 
the second day with an intriguing talk entitled The 
Evolution of Taste. He got his 
audience's attention 
immediately by using some 
very long words that none of 
them understood, to wit the 
catchphrase 'Ontogeny 
recapitulates phylogeny'. 
However, Chris, being a very 
able speaker, soon twisted 
this incomprehension into a 
clear, if rather disturbing, 
vision. 'I am very worried,' he 
confessed, '...about the futurel 
of our industry.' 

His unease comes from the 
way the gamesplayer's taste 
for gaming experience 
matured. Using candy, 
comics, and cartoons as 
examples, he showed how in 
other areas people's taste 

slowly broadened to include diverse forms of {in this 
case) food, literature, and film/TV. But for the 
computer gamer, no such development was possible, 
since the majority of video games were still at the 
candy stage of stylistic evolution. People 
could therefore grow out of the 
gamesworld faster than it could evolve 
and offer them more diverse 
entertainment. Ontogeny - the 
development of the individual - 
recapitulates (mirrors) phylogeny - the 
development of the species. But in the 
video games business, the development of 
the species has been so brief and stunted 
that there is not enough background for 
the individual to draw on in the 
development of his own likes and dislikes. 
Fed on a constant diet of limited variety, 
he soon sickens and switches the TV back 
on. 

A bleak scenario, and a clear message 
from the man behind the Computer Game 
Developers' Conference that we had 
better start developing and stop cloning.. 




Chris Crawford, 
creator of thirteen 
games and editor of 
The Journal of 
Computer Game 
Design. 
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A LOAD OF 
BULLFROG 

Peter Molyneux 
and the guys at 
Bullfrog 
originally 
developed boring 
'serious software' 
such as databases 
and CAD 
packages for the 
Amiga. In fact, 
the Guildford- 
based company 
went under the 
name of Taurus 
back in those 
dark days- 

Strangely, things 
didn't work out 
too well, so 
Molyneux visited 
Telecomsof t in 
London, lied 
about his games 
programming 
skills and picked 
up the contract to 
convert Druid 
onto the Amiga 
and ST. Bullfrog 
was thus born. 

The company's 
next project was 
an original game 
for Electronic 
Arts. Fusion, a 
hvbrid shoot' 
em up. 
Unfortunately, 
this was a flop. 
Then, in a rather 
smart move, 
Molyneux 
bought some 
Lego bricks and 
the boys finally 
had a chance to 
have some fun. 
The rest, as they 
say, is history. 

Bullfrog achieved 
critical acclaim 
with Populous in 
1989 and 
Pmecrmoiigcr a 
year later. Even 
' Molyneux has 
lost count of the 
number of 
awards these top 
titles have picked 
up in the last two 
years. 
Apparently, 
Japanese 
gamesters 
enjoyed 

Populous SO 

much that they 
now listen to a 
special audio-CD 
filled with music 
and sound effects 
from the game! 



N g :£sX Z: a^wX BSffiSg All of fl.il and more as RiU 

Haynes goes One On One with... 

PETER 

MOLYNEUX 



How did Populous come about? 
When we formed Bullfrog, the idea 
was that we'd came up with types of 
game that hadn't been made before, 
not to copy other people's ideas. 
That's really why we started to 
design Populous - it was something a 
little bit different. The game concept 
came about when wc were messing 
around with Lego • as one does in the 
daily course of life. We built this 
landscape, rather like a Populous 
landscape, and we transferred it over 
to the computer. The game then built 
up on that. We worked out the basic 
gameplay in a couple of weeks using 
the Lego'. It was the only way we 
could simulate the game. That's why 
the landscape was so bulky, because 
it was a simulation of the Lego itself. 
In fact, pieces of the stuff are still 
lying around the office, although we 
haven't used it for Populous 2... yet. 
Bv the way, 1 don't agree with all this 
new Lego with smiley faces printed 
on it - it destroys creativity. 

And what about Powermonger? 
This came about as a result of 
Populous. We realised that the view 
of you standing on a hilltop looking 
down on the little people really 
hadn't been exploited by anybody 
else. We wanted to do another view 
where there were just little people - 
although not necessary isometric or 
looking like Populous - and make the 
game more strategic. Basically, 
Powermonger was inspired by the 
view in Populous. It was also 
inspired by the fact that if you watch 
someone play Populous they will 
always talk to the people. Also, it's 
easier to simulate something big than 
it is to simulate something small. For 
example, in the simulation of a world 
you can make sweeping 
generalisations, but simulating one 
person doing one thing is incredibly 
hard. You have to worry about them 
blowing their nose or scratching their 
leg. As Bullfrog is getting better and 
better at programming, we're getting 
more and more detailed, more and 
more personal. I suppose, eventually, 
we'll simulate a single person. At the 
moment we're only on country level. 
1 think the next stage will be town 
level - but I don't mean Sim City. 
Some sort of town simulation gettin 
down to that personal level so you" 



see people doing 
more things. 

Did you ever 
expect Populous to 
become so 
successful? 
We thought people 
would be interested 
in Populous 
because of its 
weirdness. We 
thought that people 
would just say 
'that's really weird' 
and move on. We 
had no idea 
whatsoever thai it 
would be as 
successful as it has 
been. Our first 
inkling started 
when a journalist 
came down here. 
We tided up the 
office especially 
and we were really 
nervous. He was 
fairly cool, so I 
turned around to 
him in the pub 
during lunch and 
asked him, with 
trembling lips, 
'what do you think 
of Populous?' I 
expected him to say 
it was, well, okay, 
but he said it was 
one of the best 
games he'd ever 
played. I nearly fell 
off my chair, I 
couldn't believe 
one of the megastar 
journalists had 
enjoyed playing Populous so much. 
The funnv thing is, we came back to 
the office and he asked us if he could 
have another go. Obviously the folks 
at Electronic Arts had a much better 
feeling for it because they'd done so 
many games before. 

Were you more confident about 
Powermonger? 
I was really nervous about 
Powermonger actually, mostly 
because it was under such time- 
pressure. It was a very big project to 
undertake - especially as we were 



l 




also overseeing the conversions of 
Papulous. People don't realise 
Populous has gone onto so many 
different formats, but so far there's 
been 15 to be precise. We have to put 
a little bit of rime into each one - 
technical assistance and mundane 
things such as sending out the right 
sprite files and code. So, during 
Powermonger. we also supported the 
Populous conversions and the 
Promised Lands data disks - oh, and 
wc programmed Flood as well. 
Ideally I would have liked to work a 
Utile bit more on the gameplay in 
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Powermonger. I think the gameplay 
needed to be a bit more interactive, 
erm, you need a little bit more to do. 
It appeals to a lot of people who like 
very, very high strategic games, but 
it needed that extra element that 
would appeal to everybody and it 
didn't really have that. I shouldn't 
really be saying this, I should be 
hyping everything we do. 

Are there any plans to put Populous 
into a coin-op? 

Sort of. A long time ago there was a 
lot of talk about putting Populous 
onto SNK's Neo-Geo arcade game 
system. 1 couldn't see how it would 
work, but with the credit card system 
you could slap your card into the 
machine, play Populous for 20 
minutes, then take you credit card 
out. You could go back at any time 
and resume play exactly where you 
left it. But Populous really doesn't 
lend itself to the arcades, not in the 
way that something like Lemmings 
would. 

Why exactly do you think Populous 
and Powermonger were so popular? 
If 1 knew the answer to that question 
then I'd feel wonderfully happy and 
I'd sell the idea to several companies 
and make millions and millions of 
pounds. I can't put my finger on it 
exactly, it's something to do with 
them being a little bit different from 
all the other games. Secondly, I think 
it's to do with them being more 
personal than most games. You see 
these little men walking around and 
so you feel as if you're in control of 
something which is big and massive. 
The megalomaniac- type aspect. 1 
think everybody wants to conquer 
and destroy everything. Most games 
are based on winning, conquering or 
killing. AH those three elements 
mixed together in a certain way 
make games such as Populous into 
the successes they are. It appeals to 
just the right element in each person. 

What's going to be new in the 
sequel lo Populous? 
We're doing an awful lot. It's a 
complete and total rewrite... we're 
not even looking at the original code. 
When we wrote Populous, we barely 
knew how to put a sprite onto the 
screen, now, we're concentrating on 
producing lots and lots of effects. For 
example, where before you just had 
earthquakes, volcanoes and swamps, 
you will now have 40 effects ranging 
from tidal waves, plague and 
pestilence to tornadoes and 
whirlpools. You gradually get access 
to all of these effects as you play each 
level. It's almost like a role-playing 
came in that respect. As you get 
better as a God, your ability to cause 
havoc or good gets better. At least, 
that's our objective to start off with - 
that might change as we develop it 
up. That's what happened in the 
original Populous. At the moment 
it's set in Ancient Greece because of 
the simple architectural style. It 
should really look visually stunning 



wilh the buildings, it's hard to 
describe in words. In essence. 
Populous 2 will play more or less the 
same as the first game, we're just at 
the stage to start working on the 
gameplay. 1 want to get the feel right. 
Al the moment, it plays incredibly 
quickly: you can cover the landscape 
with buildings within two minutes, 
so that's going to have to be slowed 
down. We're hoping to do lots on the 
sound side, that's really important, 
but we're having a real problem 
finding anybody that's able to do 
that. None of us here are musicians. 
We're looking for someone with the 
talent to implement our ideas. We're 
hoping to do some wacky things 
with the sound that have never been 
done before. Lot's of disaster-ridden 
sounds and lots of people sounds. As 
people do things and move around 
there are really context-sensitive 
sounds to inform you on the game. 
For example, if one of the little 
people see's an enemy that's off- 
screen he might shout 'Charge'. 
You'll hear this little squeaky 
'Charge' and realise there are some 
enemies coming across the hill. The 
little people will actually inform the 
gamcsplayer that there is something 
they should be looking for instead of 
just being an audio reaction to what's 
just happened. 

Is there going to be a 
Powermonger 2 ? 
There are no plans. I don't like 
getting hung-up on sequels. In the 
end you end-up doing more sequels 
than you do original games. We've 
got so many games ideas that we've 
sketched out Ihat I'd rather look to 
producing one of those. I wanted to 
do Populous 2 because there was so 
much left out in the first game due to 
a lack of memory. We know a lot 
more now. 

Are you developing any of these 
other games? 

We're working on two new projects, 
which we're calling Bob and Creation. 
These are just working titles. 
Creation was the original title for 
Populous, but I'm not saying that 
Creation is anything like Populous. 
It's not being designed on Lego, but 
we are using another physical 
medium to design stuff - I'm not 
going to say what because this would 
give you a clue as to what the game 
is about. Bob has got vague 
similarities to what we've done 
before. It's an action strategy game - 
whatever that is! Graphically. I think 
Bob is the most exciting game I've 
seen in a long time - and I'm not 
hyping you up. It's called Bob 
because 'B' 'O' 'B' is very easy to type 
on the keyboard. 1 would think Bob 
will be finished round about the end 
of the year and Creation should be 
sometime early next year. 

Do you still play games? 
Of course. I'm just having a look at 
Eye Of The Beholder on the PC, but 
I'm not sure if I want to waste my 



time on that as ifs a bit too like 
Dungeon Master. Also, I've finished 
one level of Caplivc, erm... and I'm 
not going to comment too much on 
Genghis Khan. These are really taking 
up mv lime at the moment. I like 
games that are good value for 
money. That is one of the criteria 
when we design games, if you pay 
£25 for a game you should get 25 
hours worth of enjoyment out of il. 1 
know this ts going to sound really 
naff, but 1 have been playing quite a 
lot of the original Populous, 

How do you see games evolving? 
The simulation side will continue 
taking off as people start to program 
bcllcr and belter. It's now getting 
into the realm of things like SimEarth, 
The amount of research you have to 
do for a game like SimEarth is 
absolutely enormous. Whether or not 
there was a viable game at the end of 
it • that's up lo you to decide. II 
shows there's a lot of scope for 
simulations. They do push the 
industry along because they appeal 
to more and more different types of 
people rather than just a kid who 
wants to just zap an alien. But we 
can't afford to get too conceited 
about simulations, we must always 
remember that they've got to be fun 
to play. It's a very subtle blend of 
creating games and creating 
simulations for simulation sake. 
Games are going to get more and 
more detailed and there are going to 
be less and less software companies 
and development houses. Games will 
soon take five years to w rite. I'd like 
Bullfrog lo branch out to other media 
like board games - 95 per cent of the 
board games I play are crap. I'd also 
like to look into multimedia but I 
want to do something special with it. 

What sort of gadgets do you think 
will be nn-sale in, say, the first 
decade of the 21st century? 
We're going to have to get rid of all 
forms of joysticks and keyboards. Il 
must be theoretically possible to have 
direct link to bypass the audiovisual 
outside world type thing of the 
human brain. It you could do that, it 
would be absolutely outstanding. 
Virtual Reality is just a gludge 
method of fooling the body. I'm 
talking about directly interfacing up 
to your mind - completely bypassing 
your eyes, ears and hands - probably 
by neural impulses. You could just 
have an electronic sensor at the back 
of your neck. But that's probably not 
in the early part of the 21st century. 
You going to see things like speech 
recognition which 1 think is going to 
be great - it will make computers 
seem much more friendly. You're 
going to have paper-thin TV screens. 
You'll also have nicotine- and smoke- 
free cigarettes, they'll actually be 
good tor you, so the armchair ashtray 
will be a smash hit. 

Describe Bullfrog in a single 
sentence. 

Disorganised but keen. 



MOLYNEUX 
ON 

MOLYNEUX 

Age: 31. 

Born: Btikingham, 
Kent 

Earliest Memory; 
Hilling my 
pregnant mother on 
Ihe head with a ball. 
Parents: My father 
worked lor an oil 
mm juny and 
between Ihe lime 
when 1 was nine 
and fourteen, my 
mother owned a 
toy-shop. Now thai 
sounds like any 
kid's dream, but I 
can tell you il was 
terrible. At 
Christmas I didn'f 
get the really nice 
presents. I got the 
presents thai either 
didn't sell or had 
something slightly 
wrong wilh Ihem. 
Perhaps thai help* 
explain my skill at 
creating games. 
Qualifications: A 
degree in Compuler 
Science from 
Southampton 
University. 
Previous jobs: 
Raspberry picker, 
kitchen porter at a 
Torquay holiday 
camp, marking 
eva mi nation papers 
and analysing 
family food trends 
(Viy Ihe way, did 
you know that over 
a quarter of a 
million people in 
Britain havecuslard 
for breakfast every 
week?). 

Favourite Movie: A 
1°30*' French black 
and white version of 
HeaulyAnd Die 
I I because 
visually it's the 
most stunning film 
ever created. It's 
also one of the 
saddest. 

Favourite Book: The 

Muyii Far Tree 
by Enid Blyton 
because il was such 
a wacky idea. 
Favourite Yean 
1989, because it was 
a really nice 
summer, there 
wasn't any pressure 
at work and my 
circle of friends 
were so compatible. 
Most Treasured 
Possession: A glass 
botlle Ihat I found at 
a sort of junk 
market for ■ ■ ■ f ■ 
Future predictions 
for your favourile 
TV soap (Priaontr - 
Cell Bloek H k I 
think Ihat Bea, Ihe 
most vicious 
woman there, mil 
actually become 
Governor at the 
prison one day. 
Greatest 
Achievement: 
Populous, well. 
Bullfrog without a 
doubt 
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The CDTV is not a computer in the 
conventional sense. II is a 
completely new product, with 
new channels ol distribution and a new 
market. It has not been designed to 
appeal to traditional personal com- 
puter owners, but to a far broader user 
base. It could be destined to become 
as popular a consumer electronics 
product as the video recorder or hi-fi 
That these black and white facts have 
not yet been fully taken on board by 
many people both within and outside 
the computer industry, including some 
supposedly well-informed journalists, 
is evident from the confused picture of 
the machine thai has been emerging 
from the computer press over recent 
months. 

So what exactly is the CDTV? 
Put simply it is the result of a marriage 
between state-of-the-an laserdisc 
technology and tried and tested 
microcomputer technology. It is a 
machine that has all the processing 
power of an Amiga, combined with a 
storage capacity large enough to hold 
the Encyclopaedia Brittanlca This 
makes it an ideal tool lo< any 
application that necessitates the 
storage of a colossal amount of data 
while making access and cross- 
referencing as easy as possible. The 
CDTV is the first machine to bring this 
power within reach of tht general 
public. 

What does it look like? 
The machine is about the same size 
and shape as a video recorder, with a 
slot tn which CDs are loaded, and a 
front panel with a simple LED display 
and a tew function buttons Unlike a 
conventional computer there is no 
keyboard, the user interacts with the 
CDTV via an infra-red remote con- 
Iroller that looks like a cross between a 
standard CD controller and a console 
loypad Output is through a TV or 
colour monitor and, optionally, a hi-fi or 
other external amplifier 

How does it work? 
At the heart of the CDTV is an Amiga 
computer with one Megabyte of RAM 
and a further two Kilobytes of battery- 



backed RAM which is used toslore the 
system set-up, time and date, and so 
on. Also on-board is 512K of ROM 
which contains the standard Amiga 
Kickstart 1.3 operating system and a 
File System Handler that conforms to 
an International Standard for CD 
devices, thus ensuring that the CDTV 
maintains maximum compatibility with 
commercial CD products that may not 
be specifically designed forthe CDTV. 

Instead of a floppy disk drive the 
CDTV has a front-loading CD drive 
Unlike the CD player you may have at 
home it is not possible to load the CD 
directly into the drive, instead it fits into 
a plastic holder which is then fed into 
the front of the CDTV Commodore is 
still to decide whether or not to 
encourage the sale of software 
already fitted into holders. 

The CDcan hold any combination of 
graphics (either conventional Amiga 
generated pictures or digitised photo- 
graphs and diagrams), speech and 
sound (digitised or digitally recorded 
CD quality), and controlling software 
The data capacity of one disk is a 
stunning 550 Megabytes (lhat's 
roughly equivalent to 700 Amiga 
floppy disks)! 

The data is accessed in exactly the 
same way your conventional CD 
player works, by using a laser to read 
the pits burned into the surface of the 
disk Unfortunately this is where the 
major drawback of existing CD 
lechnology becomes apparent. The 
access and read times for CD are 
much slower than those tor floppy 
disks and seem interminably slow 
compared tohard disk speeds. On the 
pre* production model we saw. rnost 
wait times were bearable and became 
tedious only on a couple of occasions. 
Commodore is confident that it will 
have drastically improved read 
speeds by the time the machine ts 
launched. 

What about graphics and sound? 

Graphics resolution is identical to 
the standard Amiga, with the same 
range of 4.096 colours, and one 
Megabyte of Video RAM The sound 
generation facilities are also identical 
to the Amiga, but the CDTV also has 
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the capability to output digitally 
recorded CD quality sound The 
capacity of the CD to store sound 
depends on the rale it was sampled at 
There is a necessary trade-off 
between quantity and quality. For 
instance, you can store about an 
hour's worth of CD quality sound 
(sampled at 44 KHz), and about 14 
hours of the worst quality sound 
(sampled at 6 KHz). 

Once the CD is loaded the 
application starts automatically 
Depending on what sort of'software 
you are running, all further interaction 
with the application is via the remote- 
control pad All of the software we saw 
was self-explanatory in this respect 
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Another 
application 
the CDTV is 
CD+G. 'What's 
CD+G when it's 
at home?' you 
might welt ask 
Compact Disc 
plus Graphics is 
the answer Put 
a CD-tG disc 
inlo the machine 
and not only do 
you get a whole 
album of CD 
quality sound, 
your monitor 
displays lyrics 
and suitable 
images at the 
same time! 
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in many ways (It's disk access speed 
being Ihn only disadvantage) Hugo 
compilations ol exisling Amiga games 
are likely to be cjuile a popular way 
forward in the early months More 
interesting will be the appearance ol 
cither now games or redeveloped 
existing games thai make use ol the 
machines colossal storage capacity 
The possibilities lor strategy and 

advenluregamestn particulate very 
exciting 

Games cunenlly in development lor 
the CDTV are 



Who will use it? 

Commodore see the CDTV as catering 
to three main markets, each of which 
will want to use it in completely 
ditferent ways 

(i) BUSINESSES - will Imd use for il as 
a training tool The simple user 
interlace will allow employees to easily 
explore databases covering all 
aspects ot the company they work lor 
it will be a simple matter for them to 
highlight quickly the areas they are 
weakon while skipping past (hose they 
are already familiar with. 

The CDTV also makes an ideal Point 
of Information terminal Set up so that 
customers can access them, one or 
more CDTVs can hold a variety of 



Airwave Adventure 
Ihe Cautious Condor 



information on the company's activi- 
ties and services. Ultimately we may 
see customers with CDTVs at home 
using them via amodem as adirect link 
lo the companies they are dealing 
with. Imagine, for instance, having a 
catalogue on disk. This could hold 
price and size information as well as 
several static colour pictures ot each 
item. Once you had madea selection it 
would be a simple matter to transmit 
yourorder down the phone-lines direct 
to the catalogue company. 

(ii) EDUCATIONAL ESTABLISH- 
MENTS- will find hundreds of uses lor 
ihe CDTV. which is an ideal teaching 
medium It can hold huge amounts of 
easily cross-referenced data inc- 
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luding text, diagrams, digitised photo- 
graphs, and sounds, and it is simple to 
use. even for children at Primary 
school. There are lew subjects lhat 
| would nolbenefitlromuseoftheCDTV 
| is some capacity, and now thai the 
National Curriculum is in force it is an 
easy matter to create educational 
databases that every school can use. 

In higher education the CDTV 
becomes a powerful research tool. 
Polytechnic and University students 
will have access toexpert systemsand 
databases which they can cross- 
reference to check up on their own 
work. 

0) CONSUMERS - are Ihe final 
market, and the most important. The 
number of uses for the CDTV in the 
home ranges from an early learning 
aid for young children, through an 
entertainment platform for playing 
sophisticated games to a database 
unit covering such subjects as 
gardening and cookery. 

What is the software like? 
There are currently 46 official titles in 
development, and at least 25 of these 
are expected to be ready in time for the 
launch. They cover home reference, 
childrens entertainment and educa- 
tion, leisure, and games. Individual 
titles range from The King James 
Bible to Advanced Military Systems, 
from an interactive version of Cinder- 
ella to a Cookbook. 



Battle Chess Interplay 

Classic Board Games Mont 

Sottwarc 

Defender ol the Crown 

Cinemaware 
Dominion - Dominion 
Excallbur - Virgin Waste rt rot u<: 
Falcon Spectrum Holobylr: 
Future Wars - Interplay 
Many Roads to Murder , i 
Murder Anyone? . i 
Pacmanfa - Domark 
Sim City - Moxis 

Sherlock Homes, Consulting Detec- 
tive - Icon Simulations 
Snoopy Thrr Edge 
Space Quest III - Sierra On-Lme 
Thexder - Swa On-l.me 
Xenon II - Murorsoll 




games to get the CDTV treatment - 
more graphics, boner sound - no doubt there will be many 
more. 



We looked at five of the titles in 
development: 

A Bun For Barney 

(Multimedia Corp) 

An interactive story tor young children. 
It tells the story of how Barney the Bear 
sets out to enjoy a quiet lunch (his iced 
currant bun), but ends up encounter- 
ing lots of other creatures The story 
has animated Illustrations and the text 
is shown on screen m large easily 
readable type with narration by Tom 
Baker. Children interact with the story 
via a wand which can be moved 
around the screen to point at objects 
and set Off additional animation. The 
wand is also used to turn the page 
when the child is ready. 



Dr. Wellman. Family Medical 
Advisor 

(Digita) 

An example of the sort of home 
database we can expect to see 
lorming a substantial part of Ihe 
available software for the CDTV A 
wide range of medical topics can be 
accessed providing Information on 
everything Irom vaccinations required 
before travelling to certain countries to 
alternative medicine, most entries 
have illustrations and spoken com- 
mentary. 

rlean Hoc ltag< 
lopedlc Dictionary 




led out or read lo checK pr 

ly cross-referenced, and 
DTV keeps track ot your search* 



Time Table of Science & Innovation 

(Xiphias) 

An educational/relerence tool which 
holds a comprehensive range ol 
information on Science and Tech- 
nology from the beginning of recorded 
history up to the present day. 
Information is presented both visually 
and aurally, and, once again, the 
entries are extensively cross- 
referenced 



What next? 

As impressive as the existing CDTV is. 
there's more to come One of the terms 
that's been bandied about over recent 
months is Full MotionVideo(FMV) The 
trouble is, not a lot ot people know what 
it means Full Motion Video is the ability 
to display complete frames of video 
data at the correct rate (50 frames per 
second on a PAL system) FMV is not 
currently available on the CDTV. It's 
not available because there are two 
problems One is that the hardware 
isn't quite up lo it yet, and the other is 
that manufacturers of CD equipment 
have yet to come up with an 
internationally agreed standard tor 
FMV, and Individual parties, like 
Commodore, are understandably a 
little hesitant about introducing it until 
lhat agreement comes into force. 
Hopefully FMV should become a lot 
more than Hash jargon in a couple of 
years or so 

Once you've got your basic CDTV 
(which you will recall looks nolhing like 
a computer), you can plug lots of 
things into it to make it look like a 
computer. There are both Centronics 
(Parallel) and RS232 (Serial) inter- 
faces for hooking up printers, and 
communicating with other devices 
You can plug in a slandard Amiga 
floppy disk drive (which will only be of 
use if the software supports it) Inter- 
estingly there is also full MIDI support, 
which should make tor some interest- 
ing music packages. Playalongamax 
perhaps? What an awful prospect! 

One feature you won't find on an 
ordinary Amiga is a smart card slot. 
This accepts a credit card sized 
magnetic device which is able lo store 
small amounts ot data permanently 
This will allow the user to take 
information about their use of applica- 
tions away from the machine. For 
instance you could store positions of 
useful entries in a database so that you 
could access them more quickly the 
next time you switched on Ihe 
machine, or keep track of your score En 
a game or position in an adventure 
game. 

The beauty of this system is thatyou 
can stop working on one CDTV and 
carry on trom where you left oft on a 
completely different machine by 
transferring the smart card. 

Anolher slot that greatly 
increases the potential power of the 
CDTV is the Intelligent Video Slot 
This has been designed to accept 




devices like Genlock which allows 
signals from the CDTVto be mixed with 
video signals from other sources This 
opens up a whole vista of possibilities 
for combining video footage with text 
and commentary controlled by the 
CDTV. 

If you are an Atari owner then you are 
obviously gomg to be interested in the 
CDTV as either an additional piece of 
hardware or as somelhing that suits 
your needs better than your existing 
machine. Amiga owners, on the other 
hand, will be delighted to know that 
Commodore is currently planning a 
bolt-on CD system for the standard 
Amiga, which will be a cheaper option 
for those wanting to explore mul- 
timedia. Any future CD machines from 
Commodore are going to be down- 
wardly compatible with the existing 
machine so upgrades will not entail a 
change ot software 

In Conclusion 

The CDTV is a very powerful and 
exciting tool, but its success will 
depend largely on the availability of 
quality software Currently the 
machine seems to be attracting a lot of 
interest Irom third party developers, 
and that can only be a good thing for 
the consumer Commodore's pro- 
blem, now that it has the machine up 
and running, is how to convince the 
general public of its worth 

"The CDTV," says Commodore's PR 
man Andrew Ball . "has to be perceived 
as something as simple as Ihe next 
generation of CD player. People 
genuinely don't know what it is or what 
it is capable of. The key to its success 
lies in the software: every user is going 
to have his own little software niche." 

The difficulty is in convincing 
consumers that the CDTV "isn't an 
accessory to a child's bedroom", but 
rather something that the whole family 
can use. During ihe first year of the 
machine's life demand is going to 
outstrip supply anyway, so this period 
gives Commodore an opportu- 
nity lo pave the way lor the mass 
sales lhat need to follow if the CDTV is 
not to lose its advantage as the tirst 
affordable multimedia platform- 
One thing is certain: CD technology 
Is going to continue to play an ever 
increasing role in home entertainment 
Whether the CDTV is going to be the 
most successful player in that revolu- 
tion remains to be seen 



The CDTV In all its 
glory. II may look 
like a common or 
garden CO player, 
but It's a hell of a 
lot more... 




World Vista Atlas 

(Applied Optical Media) 
Another superb example ot Ihe power 
ol Ihn CDTV. Not only are maps of all 
Ihe countries <n the world stored on the 
disk, you can also reference maps ol 
most of the major cities. Once you have 
accessed a particular country you can 
call up digitised colour photographs 
showing examples ol Ihe landscape, 
examples o1 music, and political 
geographical, and social details 
WoMd Vista Alias is going to be an 
extremely useful educational tool 
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vast (here yc lily-llvercd swabs! It's lime lo prove your manhood in . 
a bloodthirsty battle to the death with the Evil Sorcerer and 
his henchmen. 

Hoist the jolly Roger and set sail through strange and exotic lands wilh 
your old shipmates Red Dog and One Eye. Shipmates they may be, bul trust 
them not ... lempers soon flare in head to head clashes over the spoils of your piracy. 

Skull & Crossbones is the mosl blood-curdling arcade game on the market - not (or 
the faint-hearted! Blood flows, razor-sharp cutlasses hack through the flesh of hideous 
opponents, arms and legs arc ... AAARQH ... it's just disgusting! 

There's Ireasure, lewels, gold and lusty wenches lo be captured and ghaslly creatures 
to be slabbed. 

Il's a rough and dirty job - and we all want to do il! 

MOKE SAVAQE THAN BARBARIAN ... MORE BLOODY THAN PRINCE OF PERSIA. 
T MORE LAUQHS THAN ... NEW PRINT SHOP! 



pet il now - but don't, please don't show your grandmother 
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THE PRODUCT THAT PUT THE NAME VEKTOR GRAFIX on the 
lips of 16-bit games players everywhere was undoubtedly 
Actrvson's impressrve multi-plane flight simulator Fighter 
Bomber, but the company's impressive history began Ions 
before that particular game hit the shefves. 

VeVtcf Grafix has always been very much led from the front 
by its owner and chef creative talent Andy Craven, a bearded, 
stem-eyed and strong-minded Northern programmer. It was he 
who guided the team through early projects such as the con- 
op conversions of the now-legendary Star Wars and The 
Empire Strikes Back f or Domart. 

However, by the Summer of 'SB, with success on its 
doorstep and Andy Craven now spending much of his Wne 
chained to a development system, it was time that Vektor 
GraphKS had a business manager. That man was to Oe John 
Lewis, who had previously been with Cascade Games (which 
went on to become Anrcoc). 

Shortly afterwards the company won the coveted contract 
to produce Fighter Bomoer for Activision, 
for an allegedly record set of advances. 
Things were certainly looking up. 

Unfortunately life wasn't all sunshine 
and roses for long. The project was 
hampered by delays which caused 
financial compilations. This project 
caused so much frustration that when it 
was finalry released to general acclaim, 
Lewis decided to call rt a day 

Meanwhile, back at the ranch, Craven 
decided it was time to do a little 
rationalisation of resources, pull in the 
belt a little, curtail the world domination 
for a while and get down to some 
serious game producing. 

The team's next project, Killing Cloud, 
a futuristic 3D action/adventure game 
with simulation aspects, gained the 
company more cnticai accolades when it was released on me 
Image Works label. Then, as we reported back in Issue 29, its 
current simulation, 5pace Shuttle, has already caused a lot of 
enthusasrjc noise even before its completion. 

So what else is happening at Vextor's 
Leeds offices? 

Quite a lot actually. The current 
workload mdudes XF-50, a hyper-reakstic 
space-based flight simulator, and Death 
Or Glory, an across-the-eras piece that 
simulates everything from World War I to 
theFaWands. 

What makes both these games 
interesting is the amount of artificial 
intelligence packed Into them. Craven 
explains: *A long bme ago we realised 
that me future of ftrghi simulation was 
heading towards war-gaming, with more 
strategy and gamepiay. At that time the 
publishers weren't too sure about the, 
but with the advent of Midwinter, 
Conflict Europe and so on, they soon 
began listening.* 

Despite having a wealth of product m 

me pipeline, and like any software 
developer that wants to survive the recession, Vektor has 
realised that computer games can't be the onry outlet for the 
team's creativity. Perhaps more important^ they have 
recognised mat the games and film industries are now 

inextricably linked. 

With the onset of vastly increased memory capacity 
(especially with the imminent availability of affordable CD- 
based computing) more and more detail is becoming 
possible, and computer games will have to become even 
more like interactive films if they want to hold the attention of 
the buying public, no longer is it enough to turn a film licence 
into a 20 scrolling arcade conversion lookalike Consequently, 
interactive films are one of the areas of expansion mat the 
Vektor crew are currently investigating. 

One of its current projects, Mechwamdr II (a version of the 
well-known board game, Battletech), uses a new in-house 
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Vektor Grafix is widely regarded as one of 
the top 3D specialists in the country, but 
the road to fame has not been an easy 
one. Alastair Swinnerton relates its rags to 
riches story. 
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STRIKES BACK, converted from the 
popular Atari coin-ops, were two of 

Vektor Grafix's first masterpieces - 
and a small taste of things to come. 






very detailed backgrounds. It is not such a giant step from this 
to me sort of realistic 3D human figures that would populate 
an interactive film. 

Such diversification requires more than just development 
money though, it needs a greater understanding of potential 
future requirements not all projects give an immediate pay- 
back The canoons seen here are an example of INs. Initially 
drawn by John Guenn, one of Vektor's three artists, they 
inspired Andy to commission a full-length promotional comic 
strip for Killing Ooud. 

Another pie which Vektor has its fingers well and truly 
dipped into is SNASM, the popular development system 
wheh it designed m conjunction with fellow Yorkshire team 
Realtime Games under the 'Gossproducts' banner This is 
rapidly becoming an industry standard 3D tool 

in fact, the maxim that states 'if you want something well 



A FLIGHT 
SIMULATION THAT 
FEATURED SEVERAL 
PLANES and some 

Impressive 3D, 
fighter Bomber was 
the game that really 
put Vektor Grafix on 
the map. 
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VEKTOR GRAFIJCS 
ARTISTS had an 
opportunity to 
show off their 

skills in the Killing ONE OF ™ E OBJECTS from Vektor Grafix's most recent 
Cloud comic same, Killing Cloud. The 3D routines in this same are 
notable for their ability to handle curves. 

WHEN VEKTOR 
PRODUCED 

Fighter Bomber, 
Andy Craven 
took flying 
lessons to give 
him a better 
idea of how 
aircraft really 
felt to fly. As 
this cartoon 
shows, he may 
initially have 
found civilian 
planes a little 
disappointing... 



u 



HDD 



done, do it yourself seems to have been 
laken to heart by Vektor Grafix; as well as 
SNASM and the articulation editor, it has 
sprite animators, parsers and a vvnole host 
of development tricks to keep it ahead ol 
the field n 3D. 

Its newest and cleverest piece of 
programming wizardry is a little gadget called COCO. COCO is 
basically an artwork translator which takes 256-colour screens 
and converts them automatical V to 16-colour versions, or vice 
versa, as well as handling a whole host of other formats. As if 
that weren't impressive enough it also compresses files. 

Then, of course, there's Virtual Reality, the current industry 
buzz-word, and sometiung whtch Vektor & certainly not 
ignonng. Since it was first mooted as a games medium some 




two years ago, VR has taken the pJOIc magination by the 
throat The limcscale of 10 years until commercial viability is 
attained has been reduced drastically too. 

If things keep on at thes rate, the very term 'computer game' 
may soon need redefining. In fact the new media will be 
neither film. TV, video or computer game, but a brand new 
entertainment media, and Vektor is determined to be there 
when it happens. 



THE VEKTOR 
GRAFIX TEAM In 
their Leeds 
office, with 
Andy Craven 
third from the 
left. 



MARCH 





Lynch's sci-fi epic Dune 
is doing. 

36 MIRACLE 
PLAYS 

Are you a budding 
Tchaikovsky? Can you 
play like Liberace? If 
not, Mindscape's latest 
little toy could be just 
for you. Kati Hamza 
tinkles the old digitised 
ivories and sings for 
her supper, 

39 MY IDEAL 
COMPILATION 

Danielle Woodyatt, US 
Gold's PR person 
extraordinaire, tetls us 
what she'd like to find 
in her gamesplaying 
cocktail and relates 
more than her fair 
share of sticky 
moments. 

40 

COMPETITION 

You know how you 
always wanted to own 
a top of the range 
Nikon camera? Well 
now your dreams can 
be a reality thanks to 
the folks at Sierra! 

43 REVIEW 

It's role-playing city 
this month as we cast 
our critical eyes over 
Shadowlands, Black 
Crypt, Abandoned 
Places, Leisure Suit 
Larry V, Willy Beamish 
and many, many more. 
But don't worry all you 
action freaks, we've 
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plenty to keep you 
occupied, such as 
Dynablaster and 4D 
Sports Driving 1 . 

74 BUDGET 

The best of the 
cut-price bunch, 
once again 
taken 
through 
their 

paces by I 
our own 
master of 
the ^ 

money-savers, 
Jools Watsham. This 
month: go fishing in 
Monty Python's Flying 
Circus, go racing in Ivan 
'Ironman' Stewart's 
Super Off-Road Racer 
and go crashing in 
Team Suzuki. 

76 ARCADES 

A run-down of all the 
latest coin-op corkers. 
The man with the loose 
change, the extra lives 
and the hydraulic 
attachments is John 
Cook. 



79 DEMOS 

Another month, 
another chance to 
catch up on all the very 
(and we do mean very) 
latest (and we do mean 
latest) Public Domain 
software (and we do 
mean elephants). 

82 US GOLD 
COMPETITION 

The Bonanza Bros 
might be into hookey 
gear, but rest assured 
we ain't. All of our 
top-quality designer 
radios are off the back 
of a totally legit lorry. 
But just in case anyone 
asks, you didn't get 
them from us. 



84 TIPS 



Everything you ever 
wanted to know 
about Populous II 
f but were afraid to 
ask, more RoboCod 
tips than you can shake 
a dead fish at and 
wartime strategy for 
Battle Isle make up the 
core of Brian's control 
centre this month. 

98 NEXT 
MONTH 

Great news about 
Lucasfilm's greatest 
project ever and 
announcing the most 
totally awesome 
competition ever, it's 
the next month page 
(and it's not silly 
either)! 





Three-Sixty (Review) 

Storm (Review) 

Millennium (Review) 
Sierra (Review) 

US Gold (Review) 

Electronic Arts (Review) 

Bullfrog (Tips) 

Domark (Review) 

Millennium (Review) 
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| A LUXURY 
" YACHT 



IN THIS EASY-T 
DOMARK/TENGE 

COMPETITION 

FANCY A FAST-MOVING CAREER? Well you could be in luck, 
because the way Tengen sees it. the job of the future will be 
working tor a futuristic DHL-style courier - only instead of 
delivering components and documents from one side of the world to 
the other, your job will be more along the lines of taking secret 
packages on a death-defying mission through enemy lines. 

Following an illustrious line-up that includes such coin-operated 
notables as Hard Drivin' and K/ax, Tengen's latest. Hydra, puts you 
at the wheel of a high-powered, heavily-armoured Hydracraft, 
powering your way through nine levels of action in an effort to 
deliver those all-important packages. 

As ever, the conversion is being brought to you by those clever 
coding chappies at Domark, who hope to recreate exactly the 
coin-op's fearsome line-up of enemy boats, jet-skis, zeppelins. 
choppers, fighters and hovercraft all coming at you against a 
digitised background. 

But for those of you who can't wait tor Hydra to make it to your 
screen, why not get in a little fast-boating practice by taking part in 
this easy-to-enter competition? 

Domark is offering the fabulous 'Christina' a 1/24 scale 
remote-controlled pleasure yacht (so realistic that it's even got a 
fully-working bilge-pump!) to the lucky winner, but not only that, 
eight runners up will each receive a 'Dolphin'! Slightly smaller than 
the Christina, the Dolphin is a 1/30 scale recreation of a pleasure 
boat designed for use in pools and ponds. 

So if you fancy a life on the ocean wave, simply answer the 
following three questions, and send your entry on the back of a 
postcard (or sealed envelope) to Watery Winner, The One, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU, to arrive no later than May 9th 1991. 





1 . Which of the following coin-ops was also 
converted to computer by Domark? 

a) Escape From The Planet Of The Robot 
Monsters 

b) Golden Axe 

c) Super Hang-On 

2. Which previous Domark game also 
featured water-based shooting action? 

a) Spitting Image 

b) MiG-29 Fulcrum 

c) Live And Let Die 

3. Which famous coin-op hardware company 
is responsible for the Tengen range? 

a) Taito 

b) Bally 

c) Atari 

THE SMALL PRINT 

The editor's decision is final and correspondence will be enlered 
into, winners will be published in a future issue ot The One. 
Employees ot EMAP and Domark (and their relatives) may not 
enter. No cash alternative will be offered m place of any of the 
prizes. 



No PC Graphics Here. 

As everybody knows, many Amiga games aren't really Amiga games at all. They're PC 
games in disguise. But now Accolade introduces three awesome games that definitely are 
"Made in Amiga." That means enhanced 32-color Amiga graphics. Great Amiga sounds. 
Hot Amiga music. And dazzling Amiga animation. If you're looking for 100% pure Amiga 
adventure, Accolade has three graphic examples. 



"Les Manley is a bit 
of a nerd" 
- What Personal Computer 




The look and feel of o Graphic Adventure As the skinnv hut heroic Les Manley. your task One minute you're watching TV. the next 

with the depth of an FRP. Totally icon driven. is to tlnd the greatest, most elusive enter- you're sucked into a parallel universe ol 

Over 1 00 hours of frighteningty realistic rainer of all time, win a million dollars - and gorgeous ortwor k and clever animation 

gomeploy. Help Elvira solve the terrible secret the affection of your boss's secretary who Your quest? Save thfcs removable world 

of her 800-location castle. doesn't know you exist. from destruction. 



To order write or call: 
Accolade Europe Ltd. 
50 Lombard Road 
London SW11 3SU 
(071) 738-1391 
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PROJECT 

Air Duel 

PUBLISHER 

Mi croP rose 

AUTHORS 

Glyn Williams 
(Design and code) 
Martin Moth 
(Project 

management and 
additional design) 

INITIATED 

October 1990 

RELEASE 

August 1991 



Gordon 
Houghton 
dons his 
flying 
jacket, 
starches his 
scarf and 
samples 
high noon 
at high 
altitude. 
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■ T'S A FAMILIAR STORY. 
I Programmer on ihe rebound meets 
I software house, they fall in love and 
spawn a child. In this cose the 
programmer is Glyn Williams, and the 
gleam in his eye was a 3D doghghting 
game called Fokker. After experiencing 
some difficulties in his relationship with 
Activision (for whom he produced 
Warheoa) he turned to MicroProse, 
who gave life to his project and allowed 
it to grow. Together they christened the 
new, improvod version - Air Duel. 

A combination of fighter aircraft and 
the MicroProse log usually means one 
thing; an in-depth bells- and- whistles 
combat simulation. But that's not the 
case this time, as project manager 
Martin Moth explains: "You can't really 
term it a simulation, because there isn't 
enough happening at ground level: 
while the world you're in is realistic, it's 
not totally accurate. It's also not mission- 
based, if s simply a contest between 
two aircraft • you and the enemy." 

Further evidence of this arcade-style 
approach is its planned appearance on 
the MicroStyle label - Moth sees it os 
similar to previous releases under that 
Rag, such os RVF Honda and Stunt Cor 
Racer "There are elements of realism in 
there to make the gomeplay fun, but the 
basic aim is to get up, shoot the enemy, 
and gel down again." 

In principle it's similar to Air Combat, 
one of Atari's first 
ever coin-ops, 
released in the late 
1 970s, where a 
variety of ancient 
and modem planes 
with equal 
weaponry duelled 
for supremacy of 
the skies. Add an 
extra dimension, 
switch to first- 
person perspective 
ond create realistic 
flying conditions, 
and you've go! the 
essence of Air 
Duel. 

There's a quartet 
of scenarios 
featured - two World Wars, the jet age 
and outer space - the landscape of each 
designed to convey ihe atmosphere of 
the period. For example, the World 
War I scenario is mostly made up of 
grey tones, for that genuine 'early 
morning over the Front' effect. 

The combatants in this first duel are 
the core of Glyn's original game: a 
Fokker DR1 Triplane and a Sopwith 
Camel. The World War II backdrop is 
the Pacific Islands, switching the action 
from land to sea and starring a 
Mitsubishi A6M Zero versus a F4F-3 





ONE CONCESSION TO REAUSM is that oil of 
the aircraft feature accurate flight 
characteristics: it will be much easier to stall 
and more difficult to gain height in this WWI 
Fokker Triplane than it would bo in the 
Wildcat, and the F-lfls can indulge in 
vertical climbs and fancy manoeuvres. One 
thing that may surprise MicroProse fans is 
that this will be a purely apolitical gome: the 
Triplane, as you can see, has no nationality 
markings. This decision to exclude political 
details also results in a faster screen update 
and a more manoeuvrable plane. 

TO FREE WILLIAMS from some of the spade- 
work of design, Moth is currently modelling 
each of the six real and two imagined 
aircraft on a computer. The process begins 
with original drawings which he converts 
into a series of points and faces for the front, side and top views, off on graph paper. These 
are then transferred onto a PC, with each design taking about 10 days to complete. 
Because the nature of the game keeps the land detail to a minimum, there is more room tor 
detail on the aircraft themselves. Once the graph paper version has beon transferred to the 
PC, it uridergoes Binary Space Partitioning: this is a way of depth-sorting all the polygons, 
so thai you only see the foces you are meant to see. Once the colours and the x/y/z 
coordinates have been checked, the finished aircraft design con be downloaded onto 
Glyn's machine. 



Grumman Wildcat. However, if you 
prefer the roar of turbines and the 
smell of hot metal, the present day 
scenario features a McDonnell -Douglas 
F- 18 Hornet and a MiG-29 tussling 
over the Gulf. Then there's space, the 
final frontier, a riot of space stations. 



girders, and two (as yet unspecified) 
combat vehicles. 

Out-and-out dogfight games are a 
rare breed - Martin Mom can only 
recall a couple of noteworthy efforts: 
the classic C64 Mirrorsofl title, Spilfi 
40, and Image Works' vector-based 
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Sky Chase: "Sky Chose worked 
because it was so fast and playable, 
although it would have been nice to 
have had polygons. Spitfire 40 had 
polygons, but it was too slow." 

The aim with Air Duel is to achieve a 
compromise of realism and playability. 
The Icey word is 'chuggy': "You can 
get down almost to chuggy; but mere's 
a fine line between chuggy playable 
and chuggy unplayable. You want 
responsiveness without having to think 
about it." 

One of the most vital aspects of any 
one-on-one game is the difficulty of the 
simulated opponents, a factor which 
Moth and Williams haven't 
overlooked: "The quality of computer 
combatants will vary according your 
ability. Every lime you achieve success 
the computer analyses your 
performance: the better you get, the 
smarter the opponent you face." 

However, this difficulty won't be 
graded according to the scenario: 
you'll be able to choose any of me four 
combat scenes from the options screen, 
and each will initially feature similar 
conditions. Do well in single-player 
mode and your achievements are 
saved to disk. Typically, the computer 



IN TWO- PLAYER MODE, the odion can be 
displayed in tfiree ways. You can link two 
machines together, producing the same Full- 
screen effect as solo player mode, or you can 
have two players on one machine and split 
the screen either horizon tally or vertically. 
Contests will simply be a case of destroying 
the other plover over a predetermined number 

ol games. 



TO HELP YOU ORIENT 
YOURSELF in the slty, Air 
Duet incorporates reference 
points such as the sun and 
clouds, and a natty little 3D 
cueing system in the cockpit. 
This is actually on arrow 
borrowed from the F-15 
orcade machine, which 
changes shape so that it 
always points towards the 
enemy. For example, if the 
arrow is squat and pointing 
upwards, the enemy is 
straight ahead; if if s long 
and pointing down, the 
enemy is behind you. 





records the terms in which you achieved 
a high score, so that your tally will be 
accompanied by information that you 
were a novice pilot with unlimited fuel in 
realistic flying conditions. 

Tnis leads to the range of options 
already penned in. The basic elements 
include single and two-player modes - 
with either player controlling either 
aircraft in any scenario - and realistic or 
arcade-style flight characteristics. 

These two Right modes have been with 
the project since its inception: Williams 
always intended to have accurate 
controls for Right sim buffs and arcade 
controls for the fast food brigade, where 
specific joystick actions lead to 
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manoeuvres such as rolls. MicroProse 
is also considering including limilod 
and unlimited fuof supply options, 
optional navigation aids, rewards for 
stunts and other bonuses. The point of 
all this is that if an expert pilot ploys a 
novice, a system of handicaps mokes 
the fight fairer. 

The Right mechanics are currently in 
development, a compromise of 
Williams' programming and Moth's 
own flying experience. Moth is an old 
hand with MicroProse's very own 
plane, a four-seater Piper Warrior. 
"Flying an aircraft is actually auite 
simple," he points out, "the difficult 
part is learning the instrumentation 
and rules." This experience has 
helped shape Gryn's flight model, 
which was initially too sensitive to 
joystick control, and had an auto- 
levelling function: "It effectively 
restricted you to driving 
around on one level 
without using the 
verticals." 

The ultimate criterion 
is ployability, as Moth 
explains: "It's all down 
to speed. Masses of 
depth and super- 
intelligent enemies 
would detract from the 
action. One of the 
interesting features we 
discovered about 
Dynamix' Red Baron 
was that when you go 
into combat it cuts out 
about 75 per cent of the 
ground detail. All you 
really need when you're 
fighting is a reference 
horizon and a few 
features - we hope you 
won't have time to stop 
and admire the 
scenery." 



THE ART OF COMPROMISE 

JUGGLING THE DEMANDS of frame rate and realism is one or the key problems in Air 
Duel, more so than in most flight games because your success relies on frying prowess 
rather than high-tech weaponry. , , 

MicroProse hopes to achieve a minimum final running speed ot six to seven frames 
per second - at the moment, with debugging routines in place, it's running at around 
three to four. Simplification is the answer, there will be a maximum of 16 colours, and 
in two-player (split-screen) mode, a lot of the detail will automatically be removed. 

The need for speed wasn't the only ployability problem to be solved: if the scale ot the 
aircraft was accurate, most of the time you would only see a dot on the horizon 
because the screen resolution isn't fine enough. As a result, from the cockpit viewpoint 
all the planes are approximately eight-times their normal size. However when you 
switch to any one of the external views, the scale reverts back to normal - so that you 
don't, for example, have an aircraft that appears to be half the size of the carrier from 
which it is launched. . , , 

One final key feature which sacrificed realism to arcade action is the plane s shadow. 
This is intended to give an impression of height, and always appears in front of you, 
whichever direction you fly in and wherever the sun is in the sky. 
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IN KEEPING WITH THE PURE DOGFIGHT! NG 
elements of the action, there isn't o vast 
array of high-tech weaponry available: 
machine guns appear in the two World 
Wars ana present day scenarios, missiles 
appear in the present and laser bolts and 
plasma cannon turn up in the space age. 
There will probably be an option to 
replenish or even increase your firepower 
by performing stunts. Shooting down an 
aircraft is appropriately spectacular it 
bursts into flame, smokes and then 
explodes, with plane parts flying 
everywhere. There should alio be a replay 
option offer a kill which cuts to an external 
view of the aircraft and relays the final few 
fatal seconds. 



AT THE MOMENT THERE ARE DIFFICULTIES 
with the reference points in the off-world 
scenario. The dots you sec here are 
intended to give somo idea of direction in 
3D space, but will almost certainly be 
changed "probably to a 3D grid." There 
are also plenty of atmospheric details to be 
oddod, including huge girder structures, 
shuttles, docking stations and MMUs 
(Manned Manoeuvring Units). Space 
combat presents interesting possibilities for 
flight modelling: inertia will play a part, so 
mat turning corners could be a case of 
'skidding' as your craft rotates, and you 
will also be able to reverse at the same 
speed as you move forwards. Each craft 
will be launched from a space station, 
either head-on or from remote points in the 
playing area. Design details haven't been 
fmolised. either internally or externally, 
though Moth favours an Efito-style display 
and a green glow for the instrument pond. 




GROUND OBJECTS will be kepi to a 
minimum in the heat of bame. but they will 
be included in other aspects of the gome. 
For example, you will be able to watch the 
Wildcat launch from its carrier, and there 
will be plenty of islands and runways to 
land on, bunkers, bridges and hangars » 
destroy or fly through, and even features 
found in the F-15 coin-op, such as oil-rigs 
and refineries. As well as being decorative, 
you could opt to turn them into stunt 
objects: for example, you could decide that 
flying under o hangar would immediately 
refuel the aircraft, or simply gain you extra 
paints. 




GLYN WINS HIS WINGS 

GLYN WILLIAMS HAS AN ECLECTIC TASTE in computers, os well as mostenng all ol the 16-diI 
mochinos he's digested a Wang, an Apple, a BBC, and a C64 His first efforts were all lor the C6d 
on unreleased helicopter game followed by Cholo (for Roinbird) ond a conversion ol Stargltder Last 
year he produced the fruits of two years' labour- the space flighl-cum alien myos.on ep.c, Warneod. 
Not a man to twiddle his thumbs when there's a Fokker to be flown^ he also plotted his current 
project, which makes use of many of the 3D routines found in Warhead 





Chuck Rock's peaceful existence has been shattered by the kidnapping ot his 

beautiful wife Ophelia by the evil Gary Grltter. 
In his quest to find her, Chuck kicks and belly butts his way through over 500 
screens played over 25 comical zones of exciting and addictive gameplay. 



AVAILABLE ON 
ATARI ST AND 
COMMODORE AMIGA 
-C24.99 





1 GL~3 




SCREEN SHOTS TAKEN 
FROM AMIGA VERSION 
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WHEN THE TOP-CLASS future 
sports extravaganza 
Projectyle catapulted Eldritch 
The Cat to stardom last summer, the 
team consisted of two men and a 
couple of computers. These days The 
Cot has bigger fish to fry. In the lost 
1 2 months Eldritch has acquired two 
new directors, moved offices, recruited 
a handful of staff, lost two directors 
and blagged software contracts from 
nine different publishers. Only one of 
the original twosome - Steve Wetherill 
- remains: his sometime partner Marc 
Dawson is currently financing 
marriage and mortgage as project 
manager for educational publisher 
Database. The other Cot to leave the 
litter was Stefan Walker who's since 
become a full-time employee of 
Electronic Arts. 

Top on this month's list of imminent 
Eldritch projects is Millenium's 
Tentacle - a horizontally scrolling 
shoot 'em up with a spring in its tail. 
At first it sounds 
like the usual 
'aliens threaten to 
eat babies and 
mash your world 
in 24 floors' 
scenario, tn this 
cose though, the 
vehicle charged 
with positioning a 
series of time pods 
and blasting seven 
shades of slime out 
of everything in 
between, is no 
bog-standard 
fighter plane. 
What we're 
dealing with here 
is a tentacle craft • 
not only one of the 
most deadly 
weapons that ever 
mutilated mutant 
organisms, but 
also one that's 
kitted out with a 
smart set of 
springs or 
tentacles just right 
for spanning gulfs 




PROJECT 
Tentacle 

PUBLISHER 
Millennium 

AUTHOR 
Mark McCubbin 
(Design, Coding, 
Project 

Management) 
Jimmy Savage 
(Graphics) 
Martin Calvert 
(Graphics) 
Mark Jones 
(Graphics) 
Dick Splash 
(Graphics) 
Steve Wetherill 
(Sound) 
Tim Wright 
(Sound) 

INITIATED 
August 1 990 

RELEASE 
June 1991 



THE DESIGN FOR THE ORIGINAL MAIN 
SPRITE was vetoed by Millenium. "Basically 
they took one look at if and said thai il 
reminded them of on earring." 

and grabbing hold of the most 
treacherous terrain. 

Control is a question of twisting the 
joystick to increase the momentum of 
the craft's spin. With a bit of practise 
the wonder- machine con be twisted 
right from one corner of the screen in 
to the other. Mark McCubbin, 



HERO SPRITE MARK 2 is a massive 48x48 
pixels big. "Heroes are usually 24x16, just 
little spaceships. We thought that looked a 
bit weedy, so we expanded the size." 

IN AU.. THERE'S A GRAND 
TOTAL OF ISO DIFFERENT 
ANIMATED ALIENS to kill, the 
biggest, a giant elephant, 
around 160x128 pixels large. 
Small creatures fill in the gaps 
between mega-alien bashing 
and are designed to (ink into 
puzzles. 




WITH THE 
EXCEPTION OF 
CREATING OCCAJ, 
perfecting the 
movement of the 
hero craft took by 
far tho longest 
chunk of 

development time. 
'I just couldn't get 
the springs right." 
explains Marie. "I 
had a mental block 
in actually 
programming it, so 
in the end 
everybody had to 
chip in and help 
me out." This 
picture is token 
from an early 
demo. 
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THE LANDSCAPE BLOCKS for each love! are 
designed according to the theme* of eighl 
chosen regions: o dinosaur world, a 
fantaiy land, a Roger Dean universe, a 
Beast 2 environment, a volcano stage, a 
Tentacle mate, o metal world and one still 
to be defined. During level-design, the in- 
house map editor allows blocks like this 
one to be pushed and shunted about at 
will. 

programmer, director and chief 
designer elaborates: "Originally it was 
intended (or the springs to be there oil 
the time but it was difficult to design 
interesting puzzles around it." Instead 
he opted Tor a compromise. Tentacle 
control alternates with continuous scroll 
sections in which the screen moves 
around the hero Blood Money-style. 

The idea hit McCubbin, whose 
previous projects includes the ST 
conversion or Shadow Of The Beast, 
practically by magic. "It sounds corny, 

but I bought a new pen and this was 

the first thing thai came into my head. 

just wrote it down - 1 don't 

know why I came up 

witn it." 
Days later he 

suggested it to 

Millenium. 

"The game 

spec was , 

just a two- 
page scrap 

of paper 

witn a few 

little 

drawings at 
the side, but 
they bought it. 
We don't 
normally sign 
games on the basis of 
scraps, but Millenium wanted 
to sign a project with us and Tentacle 
just looked right." 

With the exception of a couple of 
major graphical overhauls, the results 
so far have followed the original 
concept to the letter: eight worlds 
stuffed with giant monsters, a bigger 
than average hero sprite and 1 2 
mega-meanies plus an arsenal of 
weapons to each level. 

All of those graphics (including an 
extra-long intra sequence) may odd up 
to one hell of o three-disk program. 
What makes it possible is the all- 
singing, all-dancing Eldritch in-house 
development system. Dubbed Occai 
(pronounced Och Aye) for no better 
reason than the fact that Mark 



"WHEN WE FIRST SENT THE GRAPHICS to 
Millenium they said, 'Moke them mean', so 
Jimmy drew teeth on mem all. Then he 
realised that isn't what they meant.'' For 
Jimmy Savage, nowt but a schoolboy 
before he began drawing pictures for The 
Col, Tonfocte has been a personal learning 
process. Early practice graphics like this 
called for "some seriously drastic 
changes,"; these days he's a veteran at 
producing exactly the kind of fantasy 
sprites Mark McCubbin wonts. 





GRAPHICS , ,, £i 

Tentacle's graphics, the responsibility or Jimmy 
5avage, Martin Calvert, Mark Jones and Dick 
Splash, are heavily influenced by their coltechve 
heroes: Rodney Mathews, Roger Dean ana Tim 
White, Inevitably, this means 
there'll be certain resemblances to 
Psygnosis' distinctive graphical style 
bul tor McCubbin and Wetherill, 
this is pure coincidence. "Everyone 
minks if s a Psygnosis game al first, 
but we haven't copied Psygnosis - 
we just read the same books as 
they do: Last Ship Home by Rodney 
Mathews and Chiaroscuro by Tim 
White. Reflections' graphics are 
very popular, bul they're not the 
only ones who like that style. Mark Robinson just 
happens to draw in the same kind or style as 
Jimmy Savage - and that just happens fo be a 
Rodney Mathews, Roger Dean kind of style. 



BIZARRE, MEAN 
AND UGLY. The 
animation designs 
for flies like this 
one comes straight 
out of Jimmy 
Savage's head, "I 
just look at a still 
picture of a Tim 
White creature and 
imagine how it 
moves." 




THE TENTACLE SHIP'S ULTIMATE 
WEAPON is o giant spinning star and 
bullet extravaganza which hasn't 
been completed yet. "We're 
trying to make all the 
weapons really big so 
they look impressive." 
enthuses Mark 
McCubbin. There'll 
be 12 different 

1'pes, everything 
rom plasma bombs 
to lasers ond a 
boost button to 
determine the 
strength. Finding 
out exactly how well 
each weapon works 
against a specific alien 
will oil be part of the 
puzzle. An unusual feature is 
the ability to switch between 
any of your four available craft at 
any lime. Each can be equipped with its 
own collectable hardware: any weapon 
you've alreody got is automatically 
assigned to one of your reserves. 

McCubbin is a Scot, this was begun 
as an engine exclusively for Tentacle, 
then expanded to cover the 
development of all current Eldritch 
products. Asked to describe it, 
McCubbin waxes lyrical: "It's just 
very, very good." In other words, it's 
o language which allows several 
programmers to code a game 
simultaneously on several machines. 
"Someone can program part of it on 
a PC and part of it on the ST and it'll 
work on both machines." The same 
applies to Amiga and Sega 



MegaDrive data, the net result being 
that development time is cut down 
substantially. 

Steve Wetherill chips in: "It's really 
an animation and movement control 
language with lots of bells and whistles 
logged on." Initial development is 
carried out on PCs using SNASAi 'To 
make Tentacle work on another 
format, all the Occai code stays the 
same - it's only the graphics handlers 
that need changing. The game logic is 
already working fully." 

Occai, which also sports some pretty 
smart data -crunching capabilities, is 
constantly being updated and already 
into version 2.23. "And that's a tot of 
versions." In theory they should all be 
backwardly compatible so that old 
code never becomes obsolete. In 
practice it doesn't always work out 
quite that way. McCubbin: "We're not 
exactly popular when we use 
something in a new version that they 
have to change all the code for, but so 
far it's only happened twice." 

By now, the programming 
spadework has been more or less 
completed. All that's left is to finalise 
the graphics, fine tune the hero craft's 
handling and implement the level 
designs. Meanwhile other Eldritch 
projects are vying for attention. Expect 
to see The Cat's footprint on (among 
others) o superhero exploit for 
Electronic Arts, System 3's revamped 
Myth and Elite's coin-op conversion of 
Cavemen N/n/a over forthcoming 
months. 



SOUND 

When you've 
got 150 
different 
complex 
sprites to 
process there 
isn't much 
room left for 
elaborate 
sound. 
However, a 
series of 
atmospheric 
Tentacle 
effects 
designed to 
enhance 
crucial parts 
of the action 
are currently 
being 

prog ram mead 
by Steve 
Wetherill and 
Tim Wright. 



SOME PRINTERS CAN BE 

CHILD'S PLAY. . . 



Wharevcr computer you use, a 
toy town printer is going to 
make your printing look 
appalling however outstanding 
the content. To create the 
right impression and look 
professional you need a 
professional's printer. 

NEC. It's a name that 
most professionals rely 
on. Now they introduce 
two new printers, the 
Pinwriter P20 and P30, 
specifically designed for 
personal use. 

The 24-pin printhead 
technology that NEC 
pioneered produces 
type quality of 
crisp, sharp 




m ■ ■ 



start of print positioning 
that personal use 
demands, allowing fine 
setting for each paper 
format. 

And there's a choice of 
9 resident fonts from 
prestigious Prestige Elite 
to classic Courier, 
including typeset look 
proportional spacing. 
Both the P20 and the 
P30 are compatible with 
virtually any software and 
th will operate in all major 
hardware environments from 
IBM PS/1 and Amstrad 2086 
machines through all the 100% 
PC compatibles 
to manufacturers 



. . . UNFORTUNATELY. 



daisy-wheel standard, but at 108 characters 
per second in high speed letter quality mode 
and 216 characters per second in draft mode. 

And the paper handling is superb. Built in 
push/pull tractors for perfect non-slip 
printing on continuous stationery; 'low tear 
off for paper conservation and perfect 
realignment; paper park facility eliminating 
messy unloading when printing single A4 
cut sheets. 

They've even thought about the variable 



such as Atari and Commodore. 
At only £299 recommended retail price for the 
P20 and £399 for the wide carriage P30, with so 
many professional office printer features, you 
might be forgiven for thinking that they would 
cost at least twice that. But then creating the right 
impression is what it is all about. 
For samples of the Pinwriter P20 and P30 print 

quality and more 
information on the 
£ F ' N printers either call us on 

. - 0 (081) 993 9831 or fill in and 

send the coupon, postage is paid. 



The P20, professional quality 
for Imtne use 
at only £299 RRP 




\ 
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The P30, 
the entrepreneur'): printer 
at only £399 RRP 



IHM, Anuaad, Aian and Commodore arc all aclmowlrdgrtl irtulcmorkt. 
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Please send me samples of the print quality* and further details on the 

□ Pinwriier 1 Pinwriter I R „ 

NAME 
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NEC 

Computer 
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Return to NEC Computer Peripherals, 
NEC (UK) Ltd., 

FREEPOST, NEC House, 1 Victoria Road, 
London W3 6 BR. T0(Q5 



One 

DISK 



INSTRUCTIONS 

THE CONTROLS ARE SIMPLE TO gel to grips 
with. Pushing up on ihe joystick will make 
you jump, ten ond right will move you 
around and pressing fire will allow you to 
attack o creature. 

To kill something, you have to shoot it 
enough times so that it turns into a small blob 
itself, then run over the blob to remove it from 
the screen. If you leave it too long, the blob 
will turn bock into a monster, only this time 
he'll be much nastier. 
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OKAY, HERE'S SOMETHING just that little bit different. From the people who brought 
you such classics as The lasf Ninja and Myffi comes Fuzzball, a cute platform cum 
puzzle game with one of the strangest main characters ever. 
After a noHoo-pleasant run-in with an evil wizard, you were transformed into a small 
fuzzy blob and thrown into the darkest comer of his tower. Well, as with all good fuzzy 
blobs, you weren't just going to sit there and take such a punishment lightly. Instead you've 
decided to climb to the highest level of the tower and find the necessary spell to turn you 
back again. 

The full game contains over 90 levels but to give you a taste of what to expect, System 3 
has given us the first three to play with. The idea is simple, jump around the platforms on 
each screen, clearing them or both monsters and treasure, all within the time limit, Should 
you take too long over it, the wooden door will open allowing a flock of hungry birds to 
attack you. 



FUZZBALL SPECIAL OFFER 

You've played the demo, you've read the news features, now buy the game! In an 
exclusive deal with System 3, readers of Trie One can purchase a copy of Fuzzball at an 
amazing cut-down price of £1 5.00! That's a saving of a whole tenner, how's that for 
value! 

Simply fill in the form below and send it to the following address with a cheque made 
payable to System 3 and the game will be yours! 

The One/System 3 Fuzzball Offer, 

18 Peterborough Road, 

Harrow, 

Middlesex, 

HA1 2BQ. 



Name: .,, 
Address: 



L 

6 



Telephone No (if applicable): 

Age: 

Signed: 
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Eldritch The Cat and Electronic Zoo approach 
their first joint publishing venture with their 
feet firmly on the ground. Kati Hamza goes 
in for some serious sole-searching. 

tRLIER THIS YEAR, the phone rang at the Liverpudlian offices of 
ildritch The Cat. Mark McCubbin. director and programmer 
picked up the phone: "It was Electronic Zoo, and they said, we 
want to do a joint publishing venture. Come up with a game, so that 
is exactly what we did." . , 

The result is Rybok (pronounced Ree-bok. like the trainers) an alt- 
out horizontally scrolling beat 'em up with a metallic 'ouch. The 
hero, one giant-sized, gun-toting, merc.less dude is entrusted with 
the task of cleaning a number (as yet undefined) of levels bursting at 
the seams with bugs, beasts and bloodthirsty creatures. 

But this is a man with a secret: as he wanders through the regions 
of his troubled world, pod pick-ups transform his fleshy arms ana 
leqs into the articulated appendages of an intelligent robot. 

Unlike Tentacle, the other Eldritch release covered this month. 
Rybok is aimed at a traditional audience. McCubbin expands: Well 
be creating a good playable game, but we're not going for orig.naii- 
tv " Instead the objectives are giant graphics, speed and com-op 
quality "We're aiming at people who want loads of pictures and giant 
creatures to blow apart - arcade fanatics basically. 

The magic word is BIG, as McCubbin demonstrates. The thing about 
it Is that It's got big, colourful, detailed graphics, and I mean really 
big graphics, not just big, big like Shadow Ol The 
Beast big, but big. big, big. Eldritch The Cat big. 

Big translates into a main sprite that's tour times 
larger than the chunkier-than-average star of 
Shadow Of The Beast. *lt works out at 96 x 80 
pixels. I don't think you can get much bigger than 
that," McCubbin insists. There'll also be a super- 
long intro sequence ("It's vital to have that 
because it really sets the scene") and more than 
10 giant aliens per level. 

"Hopefully if it's good enough it should go on to 
the arcades rather than the other way around," 
adds graphic artist Martin Calvert. -That's why 
we want it to feel like a coin-op rather than some- 
thing programmed tor 16-Bit." 

The cats are realistic about exactly what kind ot 
a game they're aiming for. Rybok is the kind of 
money-making product designed to finance other 
more original projects, so it's got to sell well. And 
if it's going to do that, then it won't necessarily 
be breaking new ground. Steve Weatherill explains 
"Most of the games that sell aren't very original. 
You do get the odd Populous and stuft like that, but 
it you try and aim to write Populous you'll be 
working on it for years and years and go bust in 
the process. So we have to do 
something which makes money." 

That doesn't mean that Rybok will 
be indistinguishable from every 
other beat 'em up though: "The 
last thing we want to do is annoy 
the player. We're really aiming to 
produce an arcade-quality game, 
but it's got to have some sort of 
twist to make it different from the 
rest, otherwise it'd be boring 
writing it." 

So what are the magic ingredients 
that'll turn the average piece of 
code into a smash-hit arcade 
game? Martin Calvert sets the ball 
rolling: "An exciting variety of 
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THESE GUYS ARE SMALL- FRY in 
comparison with the kind of mea- 
nles you can expect to see in the 
finished game. "What we're aiming 
for are giant aliens that actually 
look bigger than the screen verti- 
cally." Defeating them won't just 
be a question of punching until 
your knuckles are raw. You may 
end up having to jump on a bad 
guy's knees or bash key body parts 
to get the required result. 




UNLIKE MOST ARCADE ADVENTURES, Rybok doesn't have 
its sprites wandering around the landscape in graduated 
steps; instead they smoothly follow the contours of the 
maps. This, an extremely early demo, consists largely of 
landscapes pinched from Tentacle (see page 57) and a 
very early sprite design. The finished hero. Eldritch 
assures us, won't bear such a striking similarity to The 
Beast'. 



graphics, not to mention the way 
you fight and defeat the enemies." 

McCubbin chips in: "The impor- 
tant thing is to keep introducing 
new features, new things appear- 
ing where you least expect them. 
One ot his personal favourites Is 




THERE'S NO PARALLAX SCROLLING AS YET, but there will be. mainly 
because in a game that's aiming for mega-graphics you ,ust can't leave rt 
out. 
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OUNCED REE-BOK 



ALONG WITH EVERYTHING ELSE, 
Rybok's weapons are destined to be 
big. In addition to a few standard 
pieces of hardware you'll also be 
able to collect several more exotic 
ones. On the list so far are a South 
American bolas {a weapon consist- 
ing of two balls connected by a 
string, which wraps itself around 
the enemy's legs), a boomerang and 
a gigantic axe. 



* ******** 



30-31 




Coin-op qualify meons coin-op sound. Musician 
Tim Wright aided and abetted by the original 
Eldritch minstrel, director Steve Wetherill, is aiming 
for "atmospheric, great thumping stereo sound 
effects.'' The movement of monsters will be mir- 
rored by the speakers: if the beastie's to your left, 
for example, all that stereophonic sound should be 
blasting your left ear. At present negotiations are 
under way to acquire the licence to use Queen's 
Under Pressure. "So far they've asked for 
£150,000 though, so that's a bit unlikely." 

Ghouls 'ft' Ghosts, particularly the magic chests 
which spontaneously pop out ol the ground: "Thai 
game's excellent, really well done. What attracts 
me is that however far you get, there's always 
something there that you're desperate to see more 
ol. Curiosity is what drives you on to play the 
game and that's what we want to achieve with 
Rybok." 

The similarity between the game's working title 
and a well-known brand of trainers is part ol a 
shrewd, but as yet embryonic, marketing plan. So 
far, all Eldritch attempts to coax Reebok into spon- 
sership have met with stony silence. "I don't think 
they believed us with a name like Eldritch The Cat. 
We also approached Cadbury's because we thought 
of basing a game round the exploits of the man in 
black. You know, 'because the lady loves Milk 
Tray'. I don't think they believed us either." 

Whatever the outcome of these heroic marketing 
attempts, and whatever the game is finally called 
(Rybok is very much a working title) McCubbin is 
determined to pay homage to the original idea and somehow fit his 
favourite footwear in: "They may not be Reeboks, but somewhere 
there will definitely be trainers." 

LIKE THIS, THE NEW 
ELDRITCH THE CAT 
LOGO, all of the art- 
work and packaging 
for Rybok will be 
designed by the 
team's idol, artist 
Tim White. At pre- 
sent. McCubbin and 
company are trying 
to persuade him to 
use a computer to 
aid his designs and 
have knocked up a 
computerised ver- 
sion of the logo just 
so thay could 

demonstrate how easy it would be to change the colours on the design. 
White was impressed, but not convinced. 




STOP 
PRESS! 

Just as we 
were 
about to 
put this 
page to 
bed 
Eldritch 
told us 
that they 
had finally 
come up 
with a new 
name for 
Rybok, 
which is: 
Under 
Pressure. 



ONCE YOU'VE NABBED ALL THE RELEVANT PARTS, your hero, equipped with 
giant helmet, robotic legs and metal arms, looks something like this. 
Straightforward control of this technical monstrosity is a priority for The 
Cat; needing to learn an instruction book full of complex movements just 
doesn't appeal. McCubbin explains: "The more moves you have, the more 
confusing it gets. I just don't like the sort of game where you've got to 
point the joystick up to the left and waggle a bit. You usually end up per- 
forming some move you really don't want to do. like leaping around when 
you want to deliver a punch." 





GRAPHICS 

"Rybok is going to be a graphics showcase," 
declares Steve Wetherill. And with five graphic 
artists (martin Calvert, Jimmy Savage, Mike 
Williams, Andy Jones and Dave Price) chipping in, 
they should definitely have enough material. For 
its first co-publishing venture Eldritch has total 
control over all the graphics, so there'll be giant 
wolves and killer dogs, plus stylistic tributes to the 
company's favourite artists, Rodney Matthews, 
Roger Dean and Tim White. "In a beat 'em up it's 
good to beat the hell out of things that jump at 

[ou," McCubbin claims. The finished baddies will 
sap out dramatically and backspin when you hit 
them, though exactly how hasn't been established 
yet. "The main thing," explains Calvert, "is to get 
away from fhe punks with the Mohicans. How 
many rimes have you beaten up one of those?" 
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Jacket 



Win an Authentic Flying 
Let in This Great MicroPi 



rose 



Competition 



HAVE YOU ALWAYS FANCIED YOURSELF as a 
pilot, but couldn't afford the lessons? Or maybe 
you're afraid of heights... or could it be that your 
eyesight let you down? . . . 

Whatever your reason for not being up there in the 
clouds with the Toppest of Top Guns, MicroProse is happy 
to offer you the chance to strike the right poses bv ottering 
an authentic leather flying jacket to the winner of this 
easy-to-enter competition. 

And why is the Tetbury-based simulation specialist 
willing to stump up such an awesome aviational 
giveaway? Because of the imminent release of F- 15 Strike 
fag/e//- that's why! _ 

F-l 5 H's simulation of high-speed combat is so realistic 
that you'll almost feel the 'G's, so what better way to put 
the finishing touches to the atmosphere than be getting 
kitted out in a genuine leather flying jacket before booting 
up for another olast. k 
And what do you have to do to get your sleeves into this 
hide? Simple. Just use your skill and judgement to filter 
out the correct answers to the teasers opposite. When you 
think you've got them right, just pop the answers on the 
back of a postcard (or on a sealed envelope) and send it 
to: Lovely Leather, The One, EMAP Images, Priory Court, 
30-32 Farringdon Lane, landon EC1R 3AU. 
The competition closes by last post on May 9th 1 991 , so 
get those entries in. Oh, and by the way, don't forget to 
state your size (so that we know which jacket to get for 
you, of course!). 

THE SMALL PRINT 

puW.^d in o future b»ue of Th. One. Employ e* tMAP and MicroPro* (ond f-*nd> 
or rolaOcro) may nd «** No ca*»> afrHmofcv* be o*W) -> place ol the pnw 




BE ONE OF THE LADS in your very own leather flying jacket (not 
necessarily exactly like one of these though). 

1. Which of these is a famous MicroProse flight simulator? 

a) Rainbow Islands 

b) S-FA Interdictor 
c} Gun ship 

2. Who is MicroProse's all-action, high-flying 'friend of the 
Pentagon' boss? 

a) Tom 'Silly' Cruise 

b) 'Wild' Bill Stealey 

c) Crazy 'Dave' Gruisin 

3. Which legendary Hollywood character is famous for his 
leather jacket? 

a) Indiana Jones 

b) John Rambo 

ct Pee Wee Herman 



FLAMES OF FREEDOM 






TOTAL FREEDOM 





Dogfight with opponents over 
villages for command of the skies, 
or attack ground targets which 
serve the enemy's cause. 




Night time sequences afford 
excellent cover for secret movement 
and actions, illuminated by the glare 
of your jeep's headlights. 





The playing area of three million 
cubic miles is not restricted solely to 
areas above ground. You have full 
freedom of movement underwater, 
and three types of 'submarine' in 
which to achieve it. 



Screen shots shown are taken from the Atari 
ST versions. Actual sceens may vary by 
format 



Flames of Freedom, the new blockbuster 
from the creators of Midwinter, offers you 
total freedom. Freedom of choice, Freedom 
of action, Freedom of movement. 




Seek out and destroy enemy 
shipping units, condemning them to 
a watery grave on the sea bed, from 
where the ocean's surface is clearly 
visible above. 

TOTAL FREEDOM- FROM RADB 



(1 ,000 miles long X 1 ,000 miles wide X 



15,000 feet high.) + ( 4,000 characters X 22 modes^f t 



A three dimensional environment packed 
with action, adventure and strategy. 

i Entering it is easy .breaking free is 

what's hard ! 




you swim or sail across it. 

mimjird masters of strategy 




A million square miles of accurately 
mapped 3-D terrain, generated by 
fractal techniques, and fully light 
sourced throughout, provides a 
playing arena far superior to even 
its predecessor, Midwinter I. 




Fly the skies above the forty-one 
islands by helicopter, zeppelin, 
parachute, rocket pack, or, as seen 

here, biplane and balloon, all 
offering superb views of the land 
and of the other aircraft. 




The enemy have a vast array for 
firepower aimed at you, on land, in 
the air, and across the sea, and 
react quickly and intelligently to 
your actions. 



Flames of Freedom will be available 
shortly for your Commodore Amiga, 
Atari ST and IBM PC compatibles. 



les if transprt X 1 ,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy 





Gremlin Graphics Software Ltd., 
Carver house. 2-4 Carver Street, 
Sheffield SI 4FS 
Tel: (0742) 753423 
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Available On: 
Amiga • Atari ST/STE • 
Spectrum, Amstrad and 
C64 cassette & disk 

(PC VERSION AVAILABLE SUMMER 91) 



MAY 1991 



MAY 1991 



THE ONE 



WHAT'S TICKLING 
THE TEAM? 

The One team have been 
having a whale of a time this 
month, what with splitting the 
magazine into two and getting 
used to all the amazing new 
Desk Top Publishing technology 

that's now used to put the 
magazine together. But despite 
rushing around like blue-arsed 
flies we've all still managed to 
get some time in on our favourite 
games. Here's what tickled our 
fingers this month. 

CIARAN BRENNAN 

Ciaran's been off practising his 
skiing in Andorra this month (how 
come, when everyone else has 
been working so hard?). He 
found the Sega Game Gear 
excellent in-flight entertainment 
on the way over, with both Super 
Monaco G.P. and Columns 
gelling a good look in. 

GARETH JONES 

Gareth has been indulging his 
passion for frequent games of 
Kick Off 2- and losing as usual. 
Consolation has come in the 
form of a brand new Macintosh 
computer for him to play with. 
He's already discovered that 
Crystal Quest on that machine is 
a perfect way to improve his 
mouse technique! 

LAURENCE SCOTFORD 

Laurence has remembered why 
it was he liked Cadaver so much, 

and is currentlly burning the 
midnight oil trying to get his head 
round Cadaver - The Pay Off, as 
well as rediscovering the delights 
of Lemmings. He's also having 
fun with a new Macintosh and a 
PD version of Backgammon. 

PAUL PRESLEY 

Sporting Paul has been sweating 
it out with Jahangir Khan's World 
Championship Squash. He's also 
had cause to celebrate because 
he's finally managed to complete 
The Secret Of Monkey Island. 

JULIAN WATSHAM 

New kid on the block Jools is 
already a firm fan of that corny 
caveman Chuck Rock, and going 
back even further in time to re- 
sample the wonders of Xenon II. 
Back in the present he's been 
keeping himself happy on the 
long train journeys into work with 

Gargoyle's Quest on the 
Gameboy, and then proving his 
prowess with The Killing Game 
Show once he's got here. 



Rev 



This is an exciting moment for lovers 
of Amiga games, because for first 
time ever The One is bringing you 
21 pages of stunning reviews exclusively 
for your machine. But we've not 
abandoned the traditional style that you're 
familiar with. Following our reviewers' 
comments, the games are left to speak for 
themselves. Relevant screenshots 
illustrate the game's features, while the 
ratings, price, and release date are 
encapsulated in an easy-to-digest form. 
What more could you possibly ask for? 

PRICE £24^9] 
OUT Now 
GRAPHICS 78%: 
SOUND 74% 
PLAYABILITY 75% 
VALUE 60% 

OVERALL 

70% 

GRAPHICS 

Not necessarily a 

measure of how 

colourful or well 

drawn they are, 
but how well they 
are used 

SOUNDS 

Once again, this 
isn't a reflection of 
quantity, or indeed 
quality, but of how 
well it fits in. 

PLAYABILITY 

The big one - how 
does the game 
feel - addictive or 
just uninteresting? 

VALUE 

Essentially a 
reflection of lasting 
interest - how 
much game you 
get for your cash. 

OVERALL 

A useful point of 
reference - a 
summary of the 
preceding ratings. 



68 F-1 5 STRIKE 
EAGLE II 

MicroProse 

74 SKULL AND 
CROSSBONES 

Domark 





PGA Tour Golf. 



Cadaver - The Pay Off. 




TWTBT 

F-1 5 Strike Eagle II. 

77 NAM 

Domark 

80 PGA TOUR 
GOLF 

Electronic Arts 

82 DAS BOOT 

Mindscape 



86 CHUCK ROCK 

Core Design 

89 JAHANGIR KHAN'S WORLD 

CHAMPIONSHIP SQUASH 

Krisalis 

92 CADAVER - THE PAY OFF 
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The facts: the design brief of the F-l 5 series has 
changed during its lifetime. It began in the mid 
1960s as an ultra-fast air superiority fighter, but 
the latest model - the F-15E Strike Eagle, featured in 
this game - has been vastly enhanced by the addition 
of ground attack capabilities. In addition to a 20mm 
cannon, it's equipped with a sophisticated zoom 
laser-target-tracking system and a huge array of air- 
to-air and air-to-ground weaponry. 

MicroProse has attempted to translate this military 
masterpiece grommet for grommet. The simulation 
features six mission scenarios: the PCs original 
quartet of Libya, the Persian Gulf, Vietnam and the 
Middle East; plus two extra terrains, the North Cape 
and Central Europe. Medals and promotion are the 
rewards for particularly successful flying feats, and 
coffins are provided in case of failure. 

The package incorporates a typically encyclopaedic 
manual, maps of all six scenarios and a single-sheet 
control guide - although not a keyboard overlay. 




WHEN FLYING IN ROOKIE MODE, the mission begins with 
your F-15 already airborne - and providing you're not 
too badly damaged, the plane lands automatically- If s a 
good idea to come out shooting, because there are 
usually a few enemy planes right in front of you. 




STRIKE EAGLE 
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THIS IS THE REVERSE TACTICAL VIEW, looking from the target towards the 
F-1S. It simply shows you how things look from whatever is currently 
targetted by your target tracking box. and lets you experience the thrill 
(!) of being blown up. The opposite of this is the Tactical View, which 
shows the action looking from your fighter towards the target: this Is 
particularly useful in dogfights. 





BOMBS AWAY! Attacking the primary target is 
objective numero uno, although you can take out other 
enemy installations along the way for extra machismo 
rating. However, you can't even think about going 
home until you've achieved the primary objective, so 
it's wise to make sure you've got target lock (oval on 
the HUD) and then watt for the oval to change colour, 
indicating a 'high-accuracy firing solution'. 

THIS IS JUST ONE of the 
external views possible, as 
the aircraft performs hair- 
raising manoeuvres above 
the carrier. One pleasing 
display to sample in Rookie 
mode is sitting at the 
airbase or aircraft carrier 
and watching your own 
aircraft come in for a perfect 
touchdown. Don't fiddle 
around with the visual 
effects too much, though - 
the enemy is nothing if not 
persistent and he has 
absolutely no qualms about 
following you all the way 
home. 



ACTIVATE DIRECTOR MODE to 
view all of the neatest views 
at the most appropriate 
times. For example, when a 
fighter scrambles to 
intercept you the director 
automatically cuts to the 
airfield to show the fighter 
taking off; and when a SAM 
station shoots at you the 
view switches suddenly to 
the radar base to show the 
missile arcing into the sky. 
It's pretty impressive stuff 
and a novel feature, but an 
insufferable nuisance when 
you're busy dogfighting. 



THERE'S PRECIOUS LITTLE 
MESSING With pre-f light 
setup screens. Select your 
difficulty level, choose your 
theatre and away you go. 
That's it. there's no time 
wasted in kitting the plane 
out as your armaments are 
always the same: Mavericks 
for the ground targets, 
short-range Sidewinders and 
medium-range Amraams for 
afr-to-air combat. 




THERE HAVE BEEN MANY 
games since Super Sprint, but 
one of the best variants to 
appear in the arcades for some time 
is Indy Heat Now, thanks to the 
folks ot Storm, you can experience 
all the multi-player thrills for 
yourself. 

Indy Heat is a fast-paced look at 
the Indianapolis 500 (last seen in 
Tom Cruise's Days Of Thunder] and 
our cover demo allows up to three 
people to take part in one of the 
season's many races. To offer some 
helpful advice before each roce is 
Danny Sullivan (Who's Danny 
Sullivan? Beats us, but if he knows 
enough about racing to offer advice, 
you'd be well advised to pay 
attention). He'll let you know what 
kind of track to expect, how best to 
handle the other cars and what kind 
of equipment you should buy. 



INSTRUCTIO 





From the title screen, press fire to start pi 
screen, first enter your name, then select your driver's face one 
then purchase some equipment, Highlight each item for a brief 
description of what they do but if you just want to get into the 
race, choose Danny's Choice and he'll buy what he considers to 
be the best choices. 

Once all the players have selected Start Race or the time limit 
expired, the race will begin. To control your cor 

Push up to accelerate 

down to brake 
Push left to rotate your car anti-clockwise 
Push right to rotate your car clockwise 
Push fire to use your turbos 

For player three the keyboard commands are; 

Right Shift -fire 
Up Arrow - Up 
Down Arrow - Down 
left Arrow - Left 



\ ^ " * tfrS SEE Tom Cruise wh 

% this one. Indy Heat 

J«, ' \ brings you all the thrills 
of multi-car pile-ups, 
\ without the danger of 
lk& injuryl 
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V -£v* ONLY THE BEST drivers 

"■ ,__ manage to get their 

v fT* hands on the lovely... 
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LOADING 

The first step in any good 
loading sequence is to turn on 
your Amiga and insert your 
disk. The second step is where 
things get tricky. Pressing '1 ' 
from the menu screen will load 
Indy Heat while '2' loads 
Fuzzball. Tricky I know, but 
you'll get the hang of it with 
some practice. 

DISK 
TROUBLES 

In the unlikely event that you 
are unable to load your cover 
disk or you believe that your 
disk is faulty, please send it 

along with a stamped 
addressed envelope to the 
value of 28p to: The One For 
Amiga Games Cover Disk 
Returns, PC Wise, Unit 3, 
Merthyr Industrial Parle, 
Pebtrebach, Merthyr Tydfil, 
Mid. Glamorgan, CF48 4DR. 
Alternatively, call the PC Wise 
helpline (0443 693233) for 
urgent problems (such as your 
disk being kidnapped or the 
outbreak of World War III). 
Remember, this helpline is 
ONLY available between the 
hours of 10.30-12.30 during 
weekdays. 



E SMALL 
PRINT 

1 . Whilst The One makes every 
effort to check cover disks tor all 
known viruses, we can accept 
no responsibility for possible 
damage caused by viruses 
which may have escaped our 
attention, 

2 The One and its retailers are 
not liable for any unnotified 
change to the content of cover 
mounted disks which may 
occur. 
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EACH MISSION FEATURES two ground targets - primary and secondary 
and. of course, the area Is bristling with MiGs and ground based 
opponents who want to claim you as a prize. 
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SEEN FROM THE SIDE, or indeed 
from any other angle, the F-15 is a 
big brute. Supersonic super 
manoeuvrable and packing a super- 
hard punch, it doesn't half shift 
when you hit the afterburners - and 
quick escape is often the better part 
of valour in sticky situations. 



THE TOUGHER THE 
MISSION and the 
more targets you 
destroy, the more 
points you score. 
The more points you 
score, the more 
medals you get and 
the quicker you get 
promoted. If you 
crash you die, and if 
your fighter is hit 
too many times 

crashing becomes inevitable. You can even be killed in 
the ejection process, if the plane is inverted or if you're 
too close to the ground when you punch the button. 
Worst of all though, if you bail out too many times (and 
waste a lot of expensive hardware in the process) you'll 
find that there are worse things than dying, as your 
character is assigned to a desk job - the shamel 

H you think that there are 
already enough mission-based 
combat flight simulations from 
MicroProse, think again. The 
most obvious parallel you can 
draw 8s with f- 1 9 Stealth 
Fighter - released last year - 
but the differences are quite 
marked: where F-19 was a 
combination of strategy and 
fighting, F-15 is almost 
entirely biased towards 
combat. It would be wrong however, 
to assume that as a result it's 
virtually an arcade game: as soon as 
you get into any form of conflict, 
you realise just how accurate (and 
tough) a simulation it can be. The 
multiple difficulty levels mean that it 
is as friendly towards beginners as 
It Is hostile to experts. Not only this, 
but there are six terrains to choose 
from, each packed with a host of 
targets requiring a range of skills to 
eliminate. The presentation and 
selection screens have been 
abridged to suit the more 
instantaneous nature of the action - 
all you basically have to do is select 
a name, a difficulty level and a 
mission scenario, and you're off! 
This may be a disappointment to 
serious enthusiasts, but it's ideal for 
anyone who wants to get directly 
Into the action. The graphics system 
Is an enhanced version of that used 
in F-19, and the result is some of 
the smoothest 3D routines you're 
likely to find in any flight game. 
Couple this with a cluster of 
excellent samples and realistic 
sound effects, and you've got yet 
another highly polished and very 
playable simulation. Don't miss it. 



Brian Nesbitt 




The island of Alcatraz stands empty and discarded - a relic of the past. But, as night 
settles, the ruins of the old prison conies to life. In an ironic twist of fate, Alcatraz is 
now the hide out of an evil drugs cartel, led by Miguel Tardiez, its cruel and callous 
chief. As a crack commando you are about to undertake the most perilous and 
daring mission ever. Vour task - penetrate the island of Alcatraz and capture 
Tardiez. If you fail the State Department will simply deny any knowledge of your 
existence. There's no such thing as a dead hero. 






Four levels of 
difficulty will help 
you to learn quickly 
- and optional 
autopilot landings 
will allow you to 
concentrate on 
airborne action. The 
controls are simple, 
effective, and easy 



to remember. It is a great flight sim for beginners and 
experts alike. 





Fly missions in any 
of six real world 
arenas from the 
Persian Gulf to 
Vietnam. Central 
Europe to the 
Middle Easl and 
Ihe North Cape to 
North Africa, giving 
you a total f lying 
area of nearly half a million square miles. 
Each area contains hundreds of missions and each mission 
will differ depending on your chosen tactics, even it you fly it 
twice! 

An amazing ten 
viewpoints give you 
the opportunity to 
view the fast (lowing 
3-D environmenl 
from virtually 
anywhere around 
your plane - and a 
unique "Director" 
option can be used 
to automatically change the view for you. so that you're 
always looking right at the centre o' the action. 





L 



The newest smart 
weaponry and laser- 
guided armaments 
are primed for 
launch -it's your job 
to make sure that 
you're in the nght 
place at the right 
time, and avoiding 
the constant enemy 



attack being thrown at you. 




Enemy pilots and 
missile crews act 
and react 
intelligently and 
quickly. Success 
depends on making 
the nght moves - 
and making them 
fast. F15 Strike 
Eagle II puts you in 



the hottest seat of them all - Take a look lor yourself 



15 Strike Eagle II follows F19 and Gunship into the front line. The latest and g 
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The F1 5 Strike Eagle is the latest in a 
long line of F15 Eagles, whose 
development began in the mid '60s. 
Originally conceived as an ultra- 
powerful, ultra-fast air-superiority fighter 
the design has developed into an air- 
superiority fighter with ground-attack 
capabilities. 

The F15 Strike Eagle is one of the 
fastest, most manoeuvrable, and most 
powerful military aircraft in the world. It 
has the capacity to carry the latest air- 
to-air and air-to-ground armament in 
addition to its 20mm cannon. 

The latest version of the Strike Eagle is 
equipped with a sophisticated zoom 
FLIR/TV/Laser target tracking system 
that allows the pilot to see close up 
views (either TV or thermal) of the target 
at all times. 
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d 9 r 'itest from MicroProse will soon be available for Commodore Amiga and Atari ST. 
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SKULL AN 




OUR TALE BEGINS ONBOARD THE MERCHANT 
SHIP, The Jolly Roger, admist cries of 'pieces of 
eight' and 'yo ho ho'. Silence the wretches by 
slashing your way across deck... before being 
whisked away by an evil sorcerer. Oh, forget 
about that treasure - the scurvy dog takes it all. 



1 ' ■' «4§*?M'Wi'' < 

THE SORCERER'S CASTLE is home to a glittering 
crown, guarded by a horde of evil pirates. To 
help him out. One Eye has to use all of his 
acrobatic skills (rope climbing for instance). 
Good thing he remembered to rub his hands in 
anti-friction cream before starting. 



A h 
Aa 



etc)' 



hoy me hearties! One-Eye's the name and 
slashin's the game. Come aboard the Jolly Roger 
md see for yourself (ar-harr, shiver me timbers, 



As you've probably guessed, Skull And Crossbones is 
all about pirates, in particular a gruesome twosome 
known as One Eye and Red Dog. These sinister salts 
are on a voyage of discovery, battling their way 
through eight levels of sword-fighting, spitting into 
buckets and walking the plank. 





THE NINJAS ATTACK WITH THE SPEED OF... well, 
ninjas. If you don't chop them, you'll end up as 
chop suey. As if you hadn't guessed, this level is 
full of those quick-footed martial artists, whose 
strength lies in great agility. A bit of brawn and 
mental dexterity should see you through. 





THE BEST WAY 
TO OEAL WITH 
PIRATES IS TO 
KILL THEM. Their 
death usually 
rewards you 
with a piece of 
gold which, in 
turn, improves 
your fighting 
power no end. 





THE ONE 




On their way, they encounter all manner of demons 
nd dastards, including pirate ships, castles, 
nchanted caves and mythical islands, with pirates 
and ninjas{?) to kill, wenches to save, and treasure to 
collect along the way. Treasure is particularly 
important: extra dosh means an increase In your 
fighting prowess, which means your foes will be 
swabbing the deck all the sooner. 






THE MANY INTERMISSION 
SCREENS fill you in on the 
background details. This 
scene features One Eye 
and Red Dog behaving in 
an ungentlemanly manner 
and attempting to raid an 
innocent merchant ship. 
This is no game for wimps. 



WHEN YOU 
SEE A 
MYSTICAL 
CROSS, it's a 
good idea to 
walk over it 
and press 
fire... 



THIS IS A SLIGHT DEVIATION from 
the usual beat 'em up fare, and it 
gives the genre a couple of 
unusual twists. The graphics are 
unfussy, but convey the action 
well enough and, together with a 
brace of catchy tunes, they help 
create the perfect pirate 
atmosphere - it's not long before 
you're muttering 'scurvy land- 
lubbers' and 'yellow-backed dogs' 
under your breath. The two- 
player option is a bonus: it not only 
makes life a bit easier (particularly if 
you're playing with an expert), but it's 
also a lot more fun, since you've got the 
added element of fighting over who 
gets the extra energy and money. It's 
not the greatest or most polished beat 
'em up in existence, but it's a good 
enough game to keep you entertained 
for a while, particularly when the blood 
begins to fly... 



Julian Watsham 





Psygnosis and their MoIqcuIq Madness 

Against the clock, you use your chemical tendencies to build molecules out of atoms 
provided. 

And don't be surprised if the very atom you don't need will be the one you're given to 
use next . . . Pray for a Joker Atom! 

If you don't look like a mad scientist now, you will by the time you've tackled ATOMINO! 
Up and fltom! Screen Shots from the Ami9a Verslon 

PSYGNOSIS. FREEPOST. LIVERPOOL L3 3AB, UNITED KINGDOM 
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| HE COMMUNISTS HAVE 
LAUNCHED a two-pronged 
assault on South Vietnam: 
using North Vietnamese regulars 
and Viet Cong guerillas to infiltrate 
enemy territory, while their agents 
plant the seeds of popular 
rebellion in the minds of the South 
Vietnamese. 

That, in a nutshell, is the problem 
facing you at the beginning of this 
simulation of military and political 
strategy in South East Asia in the 
decade beginning 1965. 

The program incorporates two 
distinct styles of play, allowing the 
player to either step straight into 
the shoes of Presidents Johnson or 
Nixon, or to jump head-first into 
the thick of three battle scenarios. 
Use your imagination to rustle up a 
little reds under the bed' paranoia 
and you could almost be there. 

The game's also split into two 
other categories: long and short. 
Choose a long game and you find 
yourself in the Oval Office in either 
1964 (Johnson) or 1968 (Nixon). As 
guardian of the 
free world, it is 
your burden to 
plan a successful 
military 
campaign and 
quash the 
communist 
millions 

infiltrating South 
Vietnam (and by 
extension the 
world). Not only 

this, you also have to conduct the 
war in a way that keeps the decent 
folks of America content: this 
basically means that you have to 
carefully control the level of 
commitment to South Vietnam, 
both military and economic. 

The shorter version of the game 
allows you to relive (via icons and a 
map display) the three major 
campaigns of the war: the Tet 
Offensive, the defence of the Khe 



PRICE 

34.99 




OUT 

NOW 

GRAPHICS 



THIS IS WHERE the buck stops and decisions start. As President and 
Commander-in-Chief of the US armed forces, if s your job to oversee the 
course of the war. The opposing poles of public opinion and military 
support are represented by the newspaper on the left - not always a 
reliable source of information, but an excellent guide to your election 
chances - and the pile of reports on the right 



PLAYABILITY 



1965 1975 
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Sanh plateau and the 1975 
Offensive. You can, of course, 
interfere and perform 'what if 
operations if you want to. 

This performs a dual function, 
allowing you to get used to the 
tactical military aspects of the 
action before tackling the long 
version, or working as a game in 
its own right for those who can't 
take either the politics or the 
extended game duration. 




ONE OF THE 
GAME'S BEST 
TOUCHES is its 
newspaper-sty I e 
gauge of public 
opinion. What 
the man on the 
Cincinnati 
Omnibus thinks 
about you is 
crucial to your 
success or 
failure, and the 
broadsheets 
both reflect and 
shape his 
opinions. 
Examining the 
papers won't 
tell you much 
that you don't 

already know • they're mainly packed with leaked details of the units 
you've deployed - but it will give you a clue as to whether or not you're 
over-committing troops and will soon tell you if the war is unpopular at 
homeCtroops screen) 




THE SEEDS OF BATTLE 

WHEN THE FIRST AMERICAN TROOPS 
set foot in Vietnam it was the 
country's third armed occupation in 
100 years. 

Vietnam had first been conquered 
by the French in 1858 and then 
occupied by Japan during the 
Second World War. 

The bitter fighting which subsequently broke out 
in late 1945 between the Japanese and French- 
supported regime of Bo Oal and the communist 
Viotminh (Independence) League led by Ho Chi Minh 
culminated in the 1954 Geneva Conference. A 
compromise solution was found to the country's 
difficulties. 

A line was drawn along the 17th parallel latitude 
line and the nation divided in two: communist North 
Vietnam with its capital at Hanoi and pro-western 
South Vietnam with its capital at Saigon. This 
compromise gave birth to 20 years of conflict. 

In the south, the communist Viet Cong, supported 
by China and North Vietnam, attempted to seize 
power. In line with America's strong anti-communist 
i -*w<** . views, the early '60s saw 
^^Ei. * . President Kennedy beginning 
to send advisors and special 
forces to support the South 
Vietnamese. 

Then in 1964, North 
Vietnamese torpedo boats 
allegedly attacked two 
American destroyers. Congress 
granted President Johnson 
emergency war powers, and he 
sent in the first regular troops. 

The rest, as they say, is 
history. 
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OFFICIAL GOVERNMENT REPORTS form the crux of your decision making. 
Files reveal detailed maps, allow you to commission financial or military 
aid for South Vietnam, commit or withdraw troops, commit reserve forces 
and air support to the war. or examine your current status. If you commit 
troops you're presented with this screen, detailing the individual units 
available. Sensible military strategists initially aim to contain the 
communist advance, which means a couple of units deployed in each of 
the four Corps areas on the map. For extra mobility and strength, some 
units can be air-mobilised, giving them helicopter capability. 

SHOULD YOU WANT A LITTLE 
HELP with decision making, 
the President's helpers are on 
hand to dish out advice. The 
PR representative and the 
Chairman off the Joint Chiefs 
of Staff are just a visual 
representation of what you 
read in the newspapers: if you 
can afford to throw more men 
into the theatre of operations 
and public opinion can stand 
rt you're laughing. If not if s 
time to kiss goodbye to high 
office. 



THE MAIN MAP 
SCREEN reveals 
much of South 
East Asia, 
including the 
whole of South 
Vietnam. It also 
shows the 
relative 
positions of the 
four Corps 
spread out 
along the 
Eastern 
coastline. 





VICTORY! 




ACHIEVE VICTORY and you could 
change the course of American 
cinema. All the films from 
Apocalypse Now to Platoon will be 
stories of glory, veterans will come 
home hailed as heroes and 
President Nixon might Just survive 
Watergate. 



EACH OF THE CORPS AREAS can be 
accessed to reveal a detailed 
battlefield plan. It might look 
complex, but understanding this 
section soon becomes second 
nature. Information on each unit is 
gleaned by simply clicking on the 
icons. 



A SUMMARY - 1 

REPORT displays 

your current 

status. The top 

graph is the most 

difficult in which 

to achieve success: 

the level off 

commitment is 

usually inversely 

proportional to 

popularity. Step up 

troop deployment without planning ffor military gains 
and you'll be as popular as a killjoy at a comedy 
convention. The lower graph shows military success in 
terms off Americans killed against Vietnamese losses. A 
good pacification percentage means that more South 
Vietnamese favour the American cause. 



THE STRATEGY FAN who craves a 
smattering of arcade sequences to 
balance their tactical manoeuvres 
is going to be disappointed here. 
This is a shame, as once you're 
accustomed to the erudite style of 
the action, it's a lot of fun just 
messing about with the history. 
This is the major appeal: because 
it's been such a well-publicised 
war, you can't resist the 
temptation to shape its events in 
your own way, often at odds with 
what actually happened. This sense of 
remaking history could have been 
enhanced, had the presentation been 
better: there are too few still graphics 
screens and not enough variety in the 
battle animations to evoke the 
atmosphere of the period successfully. 
Nor is this helped by the disk handling: 
every command you execute results in 
disk accessing and occasional disk 
swapping, and the buffer on commands 
is long enough to prove irksome. Apart 
from these minor drawbacks, 'Nam is 
beautifully executed: what there is of 
the presentation graphics is excellent, 
and the (sparse) sound effects are good 
enough to enhance your enjoyment 
without detracting from the action. A 
nice touch is the appearance of variety 
cleverly worked into the newspaper 
reports: the stories are written in a 
similar way, but the political platitudes 
and trite phrases are slightly changed. 
This is true of the game as a whole: it 
looks quite simple, but there are 
subtleties which don't become apparent 
until you're well into a campaign - your 
ability to balance fickle public opinion 
with commitment to the war is sorely 
tried. It's a challenge that anyone with 
an interest in strategy or the 
manipulation of history should take up. 



Gordon Houghton 
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JAHANGIR KHAN, the World's number one Squosh Player, 
now brought to the small screen by Krisalis Software. 
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The gome feorures rv/o srond March lengrh one, rhree or 
olone simularions. Club Level, five gomes, ploy by new or 
which is officially endorsed by old rules ond ployer srortsrics. 



rhe Squosh Rockers 
Association, rhis allows rhe 
player ro compere in 
Squosh Club Comperirions, 
using menus which include 
on eighr rung league 
ladder conroining forty 
players, boll speed -r 
conrrol using spor 
colour oprion, 
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World Championship, rhe 
gome simulares all rhe 
exciremenr and Tension of 
rhe 32 seed World 
Championship KnocKour 
comperirion. 

V Ploy one on one rwo player 
% oprion, or head ro head 
ogoinsr rhe compurer. 
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AVAILABLE FOR: 

I DM PC OCOMPAI IDLES 
AMIGA 0 A 1AM ST 

£25.54 

SPECTRUM. COM 64 
AMSIfVAD cpc 




Krisalis Software Ltd. Teque Mouse. Masons Yard. Downs Row. Moorgate Rotherham. S60 2HD 



Squash 
Rockers 
Association 
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reel back in shock and 
amazement as this 
month we... reveal a 
brand new platform 
romp from the 
creators of The Blues 

Brothers, 
take a look 
Sensible 
Software's imminent 
releases, take a trip in 
a Jaguar XJ220 with 

Gremlin, 
and 

bombard 
the 

opposition with the 
help of Electronic 
Arts. Plus all the usual 
Chart news and 
recommended games... 







RAISING RAMPARTS 

KEEPING FIERCE BARBARIANS at bay is the 
name of the game in Castles from Interplay 
and Electronic Arts. 

This blend of medieval SimCity style simulation 
and fantasy role-playing adventure is currently 
being converted from the best-selling IBM PC 
version. The goal is to build huge castles and 
armies in order to defeat enemy invaders and 
magical dragons that populate the nearby land. 

A spokesman for Electronic Arts has suggested 
that the gameplay in Castles has been improved 
and expanded following criticisms concerning a 
lack of depth in the original. Hopefully, there 
should be more challenging scenarios to test those 
castle construction skills of yours. 

Interplay is best known for its work on the 
Bard's Tale and Battle Chess series. The company 
is also working closely with Paris-based Delphine 
Software in releasing Another World in the US and 
transferring this highly-regarded title over to the 
Nintendo Super NES video games console. 

HELP IS AT HAND 

EVER FOUND YOURSELF PERPLEXED by the 

puzzles in The Secret 

of Monkey Island or 
Wonderlands Tlte 
Adventure Gamer's 
Manual (£12.95) 
Irom Sigma is here 
to help you out of 
sticky situations 
and provide 
general words of 
wisdom on the 
whole subject. 
Author Bob 
Redrup is 
apparently a J 
Cornish 
vicar and 
long- 
established 
games enthusiast, 





WISH 
UPON A 
STAR 

PARASOL 
STARS, THE 
THIRD AND 
POSSIBLY final 
Instalment of 
the engaging 
Bubble Bobble 
series, has 
finally arrived. 
Well, almost! 
Informed 
punters have 
been licking 
their lips in 
nervous 
anticipation of 
taming this 
original arcade 
game since its 
introduction 
on Japanese 
console 
systems some 
time ago. 
Parasol Stars 
actually comes 
from Taito, the 
veteran 
amusement 
concern which 
introduced 
Space 

Invaders, and 
with it, a video 
game 

revolution. So, 
how will 
Ocean surpass 
the quality of 
Bubble Bobble 
and Rainbow 
Islands'! All 
should be 
revealed in the 
next issue. 

NO 

ESCAPE 

ALCATRAZ, THE 

INFAMOUS 

PRISON 

situated in the 
bay of San 
Francisco, Is 
the inspiration 
for a new 
game from 
Infogrames. 
Instead of 
trying to 
escape, 
players 
must 

break into 
the jail 
and deal 
with some 
dastardly 
terrorists 
nside. In 
case you're 
wondering, 
this is the 
sequel to 
Hostages. 
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PGA TOUR 
GOLF 

Electronic Arts 
PRICE 

£29.99 



OUT 

NOW 

GRAPHICS 





II II WW 
LIKE EVERY GOOD ROUND of golf, 
this one starts in the Pro Shop. You 
can't actually buy anything here, 
but it does act as the front-end 
menu from which you can choose to 
alter the options, start a practice 
round and so on. 



PLAY ABILITY 



93% 
90% 





EACH HOLE IS INITIALLY VIEWED on 
an optional 'fly-by', essentially a 
camera view of the hole which 
zooms past the green and around 
the bends before arriving at the 
tee. This is accompanied by a brief 
word of advice from one off the 
PGA's top stars. 



THIS ELECTRONIC ARTS' 
GOLFING SIMULATION first 
made an appearance on the 
IBM way back in July of last year. 
Since then, the sport has stormed 
onto our screens on Saturday 
mornings at one o'clock, just after 
the skiing and before the Indy 500 
racing... do you get the feeling that 
EA is trying to corner the Saturday 
morning TV sports market? 

Anyhow, back to the game. There 
are four courses here for the 
choosing, Sawgrass and Sterling 
Shores in Florida, PGA West in 
California and Avenel in Maryland, 
each with its own good and bad 
points (Sawgrass in particular is 
notorious for its 17th 'island' hole). 

Both tournament and practice 
rounds can be played, with the 
statistics for each player recorded 
for all time on disk. So what are you 
waiting for? Pick up your clubs and 
get swinging. 






TEE ANYONE? 

Each shot Is 
affected by a 
number of 
factors: the 
wind, the ball's 
lie and your 
own tendency 
to hook and 
slice have to be 
taken into 
consideration. 
The crosshair 
indicates the 
direction that 
you're aiming 
in, while the 
percentage bar 
at the bottom 
represents how 
much power 
you apply to 
each shot. 



•It* *•» »*» 



AS THE BALL 
SOARS OFF over 
the horizon, 
you'd think that 
finding it again 
would be a little 
tricky. Not so, 
thanks to the 
unique 'reverse 
angle' view 



□ J 




STRIKE A BALL 
MORE THAN 300 
yards, hit the 
flag as you chip 
onto the green 
or perform 
some other 
spectacular 
shot and you're 
rewarded with 
an instant 
replay of your 
effort - just the 
thing for 
rubbing your 
friends' noses 
in It. 



BEFORE TAKING YOUR FIRST SWING, 
it's wise to get a taster of the hole 
from the overhead map. Bunkers 
(or sand traps as the Americans call 
them), roughs, trees and water are 
all displayed along with the 
distance and par. 



ARRIVAL AT THE GREEN signals the 
appearance of the isometric view 
of the putting surface. This shows 
what the state of the green is like 
in the form of bumps and hills. 



I 




Last shot wtnt 12 ft 





IBM PC OWNERS have long been 
able to savour the delights of 
chipping their balls onto the 
green, lying in heavy rough and 
getting a double bogey. Now, 
thankfully, all of you Amiga 
caddies can earn yourselves a 
handicap too, thanks to a brilliant 
conversion. Not that there aren't a 
few flaws: the disk-accessing isn't 
as smooth as it could be, the 'fly- 
by' feature is more of a jerk-by 
and the isometric green view has the 
annoying habit of appearing when 
completely unnecessary (when you're 
four inches from the hole for example). 
All but the disk-accessing can be 
switched off though (to be called up 
manually when required), so nothing 
major is lost from the gameplay. And 
that's it for the gripes, everything else 
has retained the energy and payability 
of the original PC version. The added 
sound effects - birds chirping in the 
trees, crowds 'oohhing' when you 
narrowly miss a putt and cheering 
wildly when you birdie a hole - just 
serve to emphasise how much attention 
has been paid to detail and lend further 
weight to the theory that PGA Tour Golf 
is the best golf game currently available. 



PUTTING TENDS TO WORK in the same way as normal strokes, except that 
the ball stays closer to the ground. This time the distance is measured in 
feet and the range of the putter can be anything from five to 120 feet 



Paul Presley 
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DAS BOOT 

Three Sixty and 
Mindscape 

PRICE 

£30.64 

OUT 

NOW 

GRAPHICS 





OVERALL 

91% 



ONE OF THE 
MOST nerve- 
racking 
moments 
underwater is 
when 
your helmsman 
cries out, 
"Mines 
detected". 
Negotiating a 
minefield is a 
slow, tricky 
business, 
requiring 
constant 
course changes 
and travelling 
at a snail's 
pace. 



UNLIKE OTHER 
SIMULATORS, 
the external 
views are more 
than just pretty 
graphics. The 
most efficient 
way of 
controlling your 
U-Boat comes 
from the 
outside views, 
allowing you to 
navigate mine 
fields, observe 
targets and 
spot incoming 
planes. There 
are two views, 
above water 
and... 



...underwater. The submerged 
viewpoint is necessary 
because, you may be surprised to 
learn, submarines travel 
below the surface. 






THE HMS GRAPH - A BRITISH U-BOAT 

During October of 1 941 , the allied novol forces mode Hie cophire of o lifetime - the Oorman U-boat 
U570 was one of the most efficient and deadly submarines mvofvod in World Wor II and under normal 
circumstance* would hove boon scuttled {destroyed) before falling into enemy hands. Unfortunate*/, me U-boat 
commander didn't have a lot of say in the matter 

While on o routine patrol, a British Hudson aircraft had sported the submarine diving south of Iceland. 
Having mode o report, the aircraft again spotted it surfacing underneath it. The commander hod tailed to check 
his periscope. In on instant the Hudson was dropping depth charges all around it as the boat tried to drve to 
safely, lock was not on his side as detonations rang around the hull. _ ( u _ 

The commander now only hod hvo choices, surface ond surrender or continue diving. The lotto- opt-on 
was ruled out due to instrument damage - he hod no way of knowing how deep he was or where the sea bed 
was. Destroying any secret popers on board the commander surfaced and tried lo scuttle the ship, However, 
the British patrol boats sent to help out the Hudson threatened to leave the men in the water if they tried to 
destroy their prize catch 

A- 
the war, 



1 

J 



III 



y their prize catch . ; , , 

, year passed while the U-boat wos thoroughly researched by experts and engineers botore it re-e 
ir, now against its former masters, os the HMS Graph, operating in the Bay of Biscay 
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ermany, 1941. A sleek black submarine pulls 
away from the dock before slipping under the 
Icy waters and making its way towards the 
Atlantic. Another of the feared U-Boats has entered 
World War M with you at the helm... but wait a 
minute? You're on the wrong side, surely? 

If you hadn't guessed already, Das floor, puts you in 
charge of a German U-Boat, and if you can put up with 
this affront to British patriotism then you get to 
engage in various missions of destruction throuqhout 
World War II. a 



ONE FORM OF 
TOPSIDE' 
armament is 
the deck gun. 
Despite being 
virtually 
useless against 
aircraft, the 
destructive 
power makes it 
an ideaf 
weapon against 
ships, buildings 
and other large 
targets. 






YOUR 
PRINCIPLE 
ENEMY comes 
from above. 
Bombers are 
the biggest 
threat to a 
submarine, 
requiring you 
to submerge 
quickly or 
return fire with 
your anti- 
aircraft gun. 

Although heavy 

and rather 

unsteady, each 

round is 

capable of 

wiping out a 

plane. 



EACH MISSION 
REQUIRES you 
to be at a 
certain place at 
a certain time, 
so waypoints 
are plotted on 
the map to 
guide you in 
the right 
direction, 

avoiding areas 

of land and 

shallow water 

wherever 

possible. 




THE MOST FAMILIAR weapons on a submarine are the 
torpedoes. Firing them isn't as easy as pushing a 
button, remember, this is World War II - to hit a target 
you have to calculate the enemy's distance, speed and 
direction, then hope he doesn't turn around. 




ORDERS FROM GERMAN Headquarters usually arrive in 
coded format to make life hard for any allied spies. To 
decode them you simply select one of the three codes 
until the message makes sense. 



THE DIFFERENCE between Das 
Boot and other submarine 
simulators is that it's easy to 
jump right in and start playing, 
thanks to the easy control 
method. Everything is laid out 
on the screen and it's all self- 
explanatory. Navigational 
controls are simple and the 
external views prove to be 
really useful when trying to 
steer along a narrow fjord or 
through a minefield. There is a 
slight problem with mines in 
that the collision detection between the 
submarine and the mine is slightly off - 
unfortunate, when you consider what's 
at stake. Even passing nearby will set it 
off - usually just when you think you're 
at a safe distance. And what's worse, if 
you leave the external view for a 
moment then return later, the mines 
appear to have moved into different 
positions. Other areas work perfectly, in 
particular the sending of coded 
transmissions is a nice touch and the all- 
action aircraft shooting is great fun. The 
most favourable compliment you can 
pay Das Boot is to say that it's got all 
the involvement of a submarine 
simulator combined with the payability 
of an arcade-style game, such as Carrier 
Command - it certainly conveys the 
same feeling of overall control and 
involvement as the ageing Realtime 3D 
extravaganza. Make no mistake though, 
this is far more than just a 3D shoot 'em 
up: Das Boot is to submarine games 
what Red Baron is to WWI flight sims. 



Paul Presley 




A NEW Dili 
SOCCER SM 



-GOLDEN JOYSTICK- 
GAME OF THE YEAR 

19 9 1 



- BLISTERING PACE 

- PIXEL PERFECT PASSING 

- SUPERB TACTICAL 
_ GAMEPIAY 

KICKOFF2greauyenhancesmegam 

U.K., and similar awards right across Europe. A host of new features have been added to the ones that 
enthralled players the world over. 

« Full size muHl -directional scrolling pitch with the players- 
markings etc in correct proportion. 

• 1 to 4 players option. (Amiga and ST only) 

• 2 players TEAM option against the computer or 2 other players. 
Hundreds of players each with a unique combination of 
attributes (stamina, pace, etc.) and skills (passing, shooting, 
tackling, etc.) 

- Instinctive Kick Offjoystick controls to dribble, pass, shoot, 
head or chip the ball and do sliding tackles. 

• Set piece. FREE KICKS induding dummies and the ability to dip 
the ball or bend the ball round a defensive wall. 

« 9 types of corner kicks with full control of shot power. Long 

and short throw ins. 
. Team selection from a squad of 16 with substitution and a 

choice of tactics. 

• League and cup competitions with Extra Time, Injury Time 
and sudden death penalty shoot outs. 
Faculty to view, edH and save the Action Replays and create 
a Golden Shots dlsc.(Exd. IBM & CBM 64) 

Facility to load Player Manager teams and tactics for a single or league game. _ . . . . 

Red andyeflow cards. 16 different referees, injury time and a host of features to aeate an atmosphere for a game which is 
real fun to play. 



ST ACTION - The best game ever to grace the ST. Highest accolade 
1 can give. 

AMIGA USER INT - The best compuiet game ever 97% 
THE ONE - Ultimate soccer simulation. 96% 
THE ACE ■ Brilliant. Buy. Buy. Buy. 930. 

AMIGA FORMAT - Best footy game to have appeared on any machine. 94% 
ST FORMAT - What a game! Gem to play Magic. 90% 
C 8t VG - Championship winning material. 95% 
GAMES MACHINE - Probably the best sports game ever. 92% 
COMMODORE USER - No other footie game can touch it 90% 
AMIGA ACTION - Surpasses all other football games 93% 
POPULAR COMPUTING WEEKLY - Nothing short of brilliant. 
NEW COMPUTER EXPRESS - Computer football event of 
the year 



AMIGA & ST £19.99 EXP. AMIGA £24.99 
IBM (AT & XT Turbo. EGA & VGA) £24.99 
CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.99 



An International class player takes charge of a third division club as Player Manager. His brief is simple 
-Bring Back The Glory Days. 

His success depends on his playing skills on the pitch and managerial skills in dev,sing_ yenning i tacUcs. 
aquting the right players from the transfer market and building a team worthy of the highest honours. 

• Unique facility to design and implement your own tactics. 

- Over 1000 individual players, each with a unique combination of attributes and skills. 

• A lively transfer market. Haggle for the best deal. 

• 4 division league and a cup tournament with sudden death penalty shoot out. 

The Player Manager brings (he every day realities ; of, a managers life, his talents as a manager and a 
player, his triumphs andnis failures mto a sharp tULUS. 

ST ACTION A stroke of pure genius- . , . . 

THE ONE - An exceptional football management simulation, Astounding depth. Most involved, rewardmg and playable 
THE ACE - Successfully blends challenging soccer management with frantic end to end arcade acuon. 9** 
NEW COMPUTER EXPRESS - The sheer depth is .incredible. A definitive management game 
COMMODORE USER - At last a management "game that requires 
true management skills - a winner 94% 
ST FORMAT -Brilliant 93% 
AMIGA FORMAT - Enthralling and addictive 93% 
ZZAP - Best football management game ever written. 
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IMENSION 
SIMULATIONS 



THE FINAL WHISTLE 
Amiga -ST £12.99 (Rei. Nov.) 



« 




Raises the skills required and gameplay of KICK OFF, 2 to 
new heights. 

Two extra kits. W 
Look at any player stats, (attributes and sklfl) before selecting squad. 

Totally new corner kicks with full control of the power, height and trajectory of 
the bafl. 

Enhanced throw Ins and penalty shots. 

Provision to flick the ball in the air and do a blinding header or a spectacular 
overhead kick. 

New two players team mode. Player 1 tn position or nearest to the ball and 
player 2 in position or keeper. 

Linesmen and referee on the pitch. 

A new player attribute FLAIR. A player with a high level of flair will try a solo 
attempt at the goal. 

4 new pitches - Wembley - Icy - Muddy - Non-League 
And Lot's More 



WINNING TACTICS (£6.99 - Rei. Nov.) - A collection of tactics for 
use in Player Manager or K02 with full explanations. 

RETURN TO EUROPE (£9.99 - Rei. Dec.) - Three European cup 
competitions. UEFA cup - European Cup - Cup Winners Cup. 

GIANTS OF EUROPE (Rei. 1991) Best teams of Europe on one 
disc. 



ANCO SOFTWARE, UNIT 10. BURNHAM TRADING ESTATE, LAWSON ROAD, DARTFORD. KENT. 
TELEPHONE No: 0322 92513/18 FAX No= 0322 93422 
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CHUCK 
ROCK 

Core Design 
PRICE 



THE ONE 



MAY 1991 




Ooger Booger! Is the sort of 
noises you would expect to 
hear from Core Designs' 
new character. Chuck Rock is set 
n the middle of the stone-age 
when little birds are used for 
clothes pegs and the invention of 
the wheel has just been 
announced on the news. 

Chuck has a dilemma, his lovely, 
sexy and, lets face it, quite nice 
wife Ophelia has just been wife- 
napped by the evil character Gary 
Gritter. The scene is set, Ophelia is 
hanging out the washing, while 
Gary is snooping around in the 
bushes, quickly Gary dashes out 
and hits Ophelia 
on the head with 
his club, she is 
then dragged off 
with Gary pulling 
on her hair. 

Meanwhile our 
hero Chuck is 
indoors watching 
the news, he 
senses something 
is going on so he 
quickly rushes out 
(forgetting he has 
no clothes on) 
and looks around, 
fortunately a bird 
saw what 
happened and 
informs Chuck of 
the direction that 
Gary disappeared 
in, quick as a 
flash Chuck goes 
to the nearest 
bush and makes a 
home-made loin 
cloth and sets off 
to the rescue... 




CHUCK BEGINS HIS SEARCH tor Ophelia. Level One Is set 
in the jungle with little orange dino's prowling around 
and if you're not careful they'll whip out a large 
hammer and attempt to smack you on the head withitl 
Not all dino's are violent towards you, some even help 
you, for example the nice croc' aimlessly lying on a rock 
is just waiting for you to come along with a rock, jump 
on it's tail and throw the rock onto his head, this results 
in you being catapulted through the air and ending up 
on aledge somewhere. If you're really lucky you could 
get a ride on the back of a great dino' which plods If s 
way through the lake and drops you off at the other 
side (very nice!). 

SWIMMING MAY 
BE one of Chuck's 
many talents, but 
he's not that good 
at holding his 
breath: If he's held 
down for too long 
he'll start 
thrashing about 
desperately trying 
to get to the 
surface. Some 
wonderful things 
have been 
expressed in this 
section, just have 
a look at 
swordfish after 
you've kicked him 
in the nose. 
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AT TIMES, POOR OLD CHUCK gets totally tightened out of his skin, so much 
so that he literally turns white and his hair sticks up everywhere, a very 
weird sight indeed! After a while he pulls himself together and eventually 
gets his old colour back. 



IN THE ICE AGE it's cold... to say 
the least - you can tell by the 
hot air coming out of Chuck's 
mouth as he wanders around 
freezing his feet off. One good 
thing about the setting though, 
is that you'll come across loads 
of mammoths to help you on 
your way, some catapult you 
through the air and some suck 
you up and blow you out, but 
whichever one you get they all 
help in one way or another. 




THE GRAVEYARD OF THE 
DINOSAURS is full of... dead 
dinosaurs! In order to help you 
in this level, snakes turn Into 
bridges when they'rebelly- 
butted. Some of the dino's turn 
into angels or devils after 
they've been belly-butted, 
depending on their mood, so 
watch out. 'cos the devil will 
chase you. 





REVIEW 



ONCE INSIDE 
THE DINO 1 
you're treated 
to 

atmospherically- 
Intestinal 
graphics - 
there's even 
bouncing hearts 
skipping about 
to cause you 
trouble. 



AT THE END OF THE DINO'S GRAVEYARD you have to enter the mouth of a 
great dmo' which is lying down having a breather. Once you're inside, his 
(or her) teeth fall out - yet another nice touch. 



AS SOON AS YOU SEE CHUCK and 
the rest of the cast strumming 
away on their electric guitars 
accompanied by a 'ROCK' track, 
you'll instantly realise that 
humor is the key element of this 
game. The main character is very 
well animated with over 40 
frames which include movements 
such as walking (obviously), 
jumping, picking up and 
throwing a rock - and even being 
blown across the screen by a 
mammoth! Sonically, the player is 
treated to a choice of either in-game 
effects or music: it doesn't really matter 
which one you pick, as both are equally 
as good, the music being along the same 
lines as the aforementioned intro track 
(which is the sort of thing anyone would 
want to boogie on down to) while some 
of the effects have to be heard to be 
believed. It's obvious that Core Design 
has spent a great deal of time on the 
thought design and general preparation 
of this game - so the player is going to 
have to put a little in too: for example, 
at one point you come to what seems 
like an impossibly large gap and the 
only things to be seen are a Pterodactyl 
nodding off and an unreachable ridge - 
what do you do? Simple, you belly-butt 
the Pterodactyl and he'll whizz you 
across the gap while clutching onto your 
locks (Ouch!). With the program 
containing over 500 frames of animation 
in total, there are plenty of 'baddies' to 
'belly-butt' or 'fly-kick' with your size 14 
feet, ranging from 'blue-waddlers' to 
'flying bone-birds'. If you don't take 
your computer too seriously, you fancy a 
great laugh and lashings of stomping, 
puzzle-solving and general fun and 
chaos, then this is definitely the game 
for you. A must for anyone's collection. 



Juilan Watsham 



At ie'.-. 




Hegenb &ofttoare 




16 Hinben #arben«, CfjiStoicfe, lontom »4 2€© Jfax: 081-995 1325 

t&elepfjone: 081-747 4757/081-742 1831 

TOP TITLES TOP TITLES COMPILATIONS 



TITLE 

Ml Meg upo'*» — 

.lUCuiBrucKcnW 

1Mr<lC»«*Bl 

40 Scou Boxing — — 

AM Sue- Attar* ....__ 

hggm 



AlOTankfjUer , 

AJcatnO hi , ■■■ , 

ftiflinfUiTP^ ii i ii u ii . i i i -" ■ 

B*nai Kirorf Anew* Chna 

Alpha Waves 

AnnourBMOon — 

AOs'arcooDtnUoywT&miAO.S) . 

MaamOBUmvm — 

Alone RoDOHM „,_ .- 

A W SO ME ..— 

AnttUiTH^ 5p<tof *n a*i ,._„„. 

A IT LI __.„ , 

BUMU ■; . 

Batto Command — 



BiIylhaKrd 



fl»T«M4Wf . 

B«»«Bnll<Pnygl»wi*l ... 

BB^taOOUnAgi 

BAT — 

(umaHiMUMl 

BatueCiieaa , 

BatUeCfkw.li 

Bar* nrr* Fun** ill 

BUOeWamc 

BorrtwrBoo 

SVa-iBifTK- _ 

Beo_»« .— 

Bock Rogers . . 
CMnChalBngB 



sr 

„ r*A 
BE BB 
N/A 
1039 
1099 
1B99 
IB 99 
i | M 
_ N/A 
2' 99 
1599 
1599 
1099 
15.99 
1509 
16.99 
'599 
15.99 
1899 
1499 
1*99 
1599 
IB99 
1899 

am 



Cytwronlll _.__, 

GoMtt , 

Chase HO 

Chac*Sn*eBack - 
Chuck Rock 

CUMHOH . 

Cam ■■, ,-, — 

CaiveUp — ■■ — 

Cu«('-iir»C«pw 

Crane wave .—.™ 

Caoavar — ,._ 

CeHcaGHRaHy 

Ciwc» Veaoo'B A IF .... 

Centurion , 

Carthage , „ 

Corporation ._____._.._. 
□fagonLa»nCT»t)owarp| . 
OraoonrrYars __._. 

Dyrjn«p 0o0u90» 

D> soon La* ._. 

DraponNlnui 

Ctoy»d»Thundar ... 

DiekTracey 

Epc ZZ 

ESWAT ,. . 



1599 
1699 
15.99 
1599 
■ e. M 
1699 
18.99 
18.99 

n It 

18.99 
. N/A 
1099 
1899 
1499 
10.99 
1599 
1499 
1399 
1499 
1699 
I US 
1699 
1599 
15.99 



1 W 



6joS~peneaoue 

Fi6ComDstPitot - 

Fi9Rotabei» __ 

FlOSwaan Ranter 

FtralCOKhCt 

f.-_uwhaoo 



FnOaJtixfli _ 

F117A . — . 

Fcro Play — ~— — - — , 

HgNnttho '■■ .i," _ 

FisStiMEagiel.. — 

f^mnti^MD-* 

GunahpaXM 

G^huKhan , 

o«y»ouiQ 

GiLnnmiU . — 

Goda . 

j't,y-i "j.... _ 

Gnk»Oni*-eAneC» 

OunBm 



i-vpooniiNegi; 

MiisiiwiBkwa .._ 

i.i' i Drtwti II — — 

Hawk 

Here* Queen Mag, 
Imomlum — ._ _ , ,_ „ .„ - ., . 

: i ' i - ' i- ■J\ ■- . „,_„ 

Iron Lord 

InurnaaonaJ w Hocuiy 

irrtafiapoaiOO 

(ahdo ______ 

Nenhoe — -.,„—,—„—.. 

James Pond 

JiaMoniUaalanknv 

KilogCWXI 

K<kO»il(1Meg) 

KO.Pt II iH aHlUagl ... 
LjOfnTTungi ... - .... „ .... „ - „ »♦_ 



■~ H 
• : .*} 
26 99 
13.99 
15.99 
1599 
14.99 
1699 
1399 
ISJM 
14 99 
1999 
1699 
_ 899 
M ■ 
21.99 
1599 
1699 
18.99 
16.99 
21.99 
2199 
18.99 
■ 

1599 
15.99 
16 99 
1999 
16.99 
1499 
1999 
2199 
16 99 
1599 
1599 
1699 
. 1699 
1699 
1499 
1499 
1599 
1599 
1599 
1299 

'5 99 



AMIGA 
2999 
25 99 
16.99 
-.. .... 

1699 
18.99 
1699 
15.99 
IB 09 
2199 
15.99 
■ 599 
1099 
1599 
1599 
1699 
1599 
1599 
18.99 
1490 
14.99 

• !.. H 



16.99 

a ^ 



16 99 
IS 99 
IB99 
1699 
1899 
1699 
1699 
1699 
1499 

ii n 

1BB9 
1499 
18.99 
1599 

15.99 
14.99 
1099 
10.99 
1899 
1599 
1599 
1699 
1699 
999 
M99 

1599 

n bb 

1599 
14.99 
1MB, 
1399 
16.99 
1499 
1999 
IAN 



J i N 
1599 
l&JBB 

IB99 

1699 
21 99 
2199 
1699 

15.99 
15.90 
15.99 
IB " 
1999 
18.99 
14.00 
19.99 
21.99 
1899 
1590 
1599 
1 

1699 

1 1 n 

1499 
14 99 
1509 
1399 
1599 
1309 
1 1 gg 



TITLE 51 

UiMPWd 14.99 

Utxo'FW ,., . 16 99 

Loom 16.98 



laws, nam 

LoiuaEapni 

Ml-un-P^Wn 

Mug-tfWSaWI 

MataiManar . — , 

MadPifrtcMC-Monarfc . 

MkHQNRaaiaiance 

unj*inW 

-in- — — 

WoorahnaRacan 

Wytl - 

i',>'..:.v 



Mg23iF u Oun) _.. 

htorkeyWand 

M.U OS , 

MudBi — 

Nam 1965-1975 



Nan 

NqM*n#i__.___.. 

Nsihoir 0 «l(*rta«») 

Nave»SeUa. 



Nighl»ad{Advaraui9) 

^^■••xJr^Sicryil ..„___ 
Nin|aHainu 

MN 

OtMUS 

cwcooSMnh ^. 

OparaaonTtitri(»(K>« 

Pang 

PreoatD.il _ 

POAGo* Tour 

Piotinj 

Psn/a Kick Boiirg 
Pum*c..__™„_„ 

PWhWlBO 

Paputoa-5lmC*> 

Po»«tnooaa . . .. 
Pnnoa ol PanMa 



15 99 

.2199 
. . 1599 
1999 
... IB 99 

1599 

— 1599 
. 14.99 
1999 
.. 1999 

15.99 

... 15.99 
1390 

21 M 

18.90 
1599 

|| S- 

1899 

14.99 
1099 
1499 
1499 
1409 
1800 
1499 
1509 
. 2199 

.. 1690 

_ 1499 
1499 

... 15.90 
1699 

... 1490 
16.99 

.. 14.99 



16.BO 

31 Jt 
_ 16.99 



15.99 

14.90 

HanagMaicoinOp- MBa) - 14J 



R-Tywl 
RnOanpaaMl 



1093 

10 99 
1399 
14.99 
1499 
1009 
1699 
1499 
1699 
1690 
1599 
1599 
1699 
1490 

■ 

15.99 

SfowJoka 15.90 

- 15 JO 
1599 



H0Q09 TtPOBOf 
Sav sga EMfMt 

ttinmV 

5na0o»warror . „ -,, „ ,_ — .-, 

Sun Earth _, 

5u«Co<*» 
Si>p€"Canli 
Sr«k»<ofV«BaMiM 
SKi Uiw Oarcw 

StJwSki — . ._ 

5 pair Ape __■ 



SuparM ROM Racig 

Sulirt Monaco 

s-ncnfiiaooli 



1SJ 



SpoOiuyWotWa 

Supremacy n— •- 

SWIV „ ,.— _. 

Teonn Suzuki 

Team Yank aa ...._....„„ ................... 

iwaaeMulantHarow ________ 

Iho Punaher 

Railroad Tycoon - 

Teat On* III —.- „ .-.. — - 

IhonFioenHouf 



Ton* Ha W a n lor . . 

Ton - 

TpUlr-KaK 

lournameolGo" 

Tutncan ._ _ 

Tumcanil 

IrtmaBiV.. 



L<Hr-._!cRii* 

LMS ..__,_.___.„. 

UM50"Mron 

USSJohnVouno — 

Vaiifk) __ 

venoe-a 

Vu 

699 VooOcnkignimarD 



19.99 

15.99 
1509 
1999 
1099 
16.99 
1699 
. 1399 
1999 
1599 
1499 
.. 1499 
1699 
1499 
13.99 
1699 
1699 
16.99 
... 1699 



._,—-._ ISM 
.....„-,.- 16 99 



, 1BJ 

16J 



rtlronlHitlfMegl 

WngstlMag) 

WiuDaattllMag)- 

yVaitocktie Akwigef 
ftOWiianO , 



WratitfmOemos- 

**r<* .....„.._...„.._ 

20* ... ,.__ — i — 

Z>"t ji . . 



16 99 
1499 
16.99 
IB 99 
IB 99 

16 99 



'Mil ,'. 

14.90 
1699 
1899 
1 399 
2199 
15.99 

1699 
1599 
1509 
1499 
1999 
1999 
1599 
1399 
1599 
31.99 
1699 
1599 
1699 
1B90 
14.99 
18.99 
14.99 

■ 499 
1499 
1690 
14.90 
1599 
2199 
16.99 
1490 
14.09 
1599 
1809 
1499 
1600 
14 99 
1699 
21.99 
1699 

14.99 
1490 
1690 
1690 
13.99 
14.99 
14.00 
1999 
1699 
14.99 
1699 
1699 
1699 

■ 509 
1099 
1499 
1699 
26 09 
1599 
1599 
1599 
1599 
1699 
15.99 
16.99 
1999 
1699 
15.99 
■j 

■ 890 
16.90 
16.99 
15.99 
19.99 
15.99 
1499 
14.99 
16 09 
14 99 
15.99 

■ 899 
1699 
IB 99 
1S99 

■ 600 
1590 
1699 
1599 
1599 
1699 
1699 
1699 
14 99 
1899 
■699 
1899 
■n 



HOLLYWOOD COLLECTION 
RoooCop. Ghost txiite«6 2. Indiana Jones, 
Batman The Movie 
ALL FOUR GAMES FOR ONLY £17.99 



EDITION ONE 
OouDH Oregon. Xenon. Gemln Wing and 
Silkworm 

ALL FOUR GAMES FOR ONLY CI 5.99 



POWER PACK 
Xenon 2, TV Sports FootMtt BooGwytn ana 
Lombafa Rally 
ALL FOUR GAMES FOR ONLY tUM 



SOCCER MANIA 
Foooaii Manager 2 Gaxza'i Soccer. Microprote 
Soocer and FoofBafl Manager 2 World Cup Coition 
ALL FOUR GAMES FOR ONLY C1699 



TNT 

Hard Drlvin. APS. XyDols Toodn and 

Dragon SpUH 
ALL FIVE GAMES FOR ONLY 115.99 



FULL BLAST 
Chicago 90. R<* Dartgeroue. Highway Patrol 2 
P47. Camer Command and Ferrari Formula One 
ALL SIX GAMES FOR ONLY 17.00 



LIGHT FORCE 
Bio Challenge PX*. Voyager and R Type 
ALL FOUR GAMES FOR ONLY F14.99 



CHALLENGERS 
Kick OR, Super Ski. ftohter Bomber Great 
Courts and Stunlcar Racer 
ALL RVE GAMES FOR ONLY C17.W 



FUN BOX 

KuH Purple, Solum Days. Hostage* ana Op 
HBjpni 

ALL FOUR O AMES FOR ONLY E8.99 



FLIGHT COMMAND 
Eliminator. Strike Force Harrier. Lancaster. 
Sky Foi and Sky Chase 
ALL FIVE GAMES FOR ONLY C1I.99 



MASTER MIX 
Super WonOerOcn. Turco Outrun, Dynamite 
Sm, Thunderoiade and Crackdown 
ALL RVE GAMES FOR ONLY E18.90 



COMPUTER HITS VOL 2 
Tetrti. Joe Blade Golden Path and 
Black Shadow 
ALL FOUR GAMES FOR ONLY £0.99 



PLATINUM 
Buck Tiger Slrleder. ForgoOon Worlds and 
Ghouls and Ghosi 
ALL FOUR GAMES FOR ONLY Clfl.90 



MIND GAMES 
Auslerllti, Waterloo and Corfta In Europa 
ALL THREE GAMES FOR ONLY £14.99 



HEROES 

BarDsrlan 2. Running Man. Star Wars andd 
UotnoetoKHI 
ALL FOUR GAMES FOR ONLY £18.90 



BIG BOX 

taptai" Bboct. Safari Gura. Teenage Ousen. Bubok( 
Plus. Tm Tm on the Moon, Purple Sa-jrn Day. 
Krypton Eon. J«mc-T| Jackson Bo Bo Hoatagi 
ALL TEN GAMES FOR ONLY £16.99 



MAGNUM 4 

Aartli mtt dduUi Dcagon Dpanton .v.-- ant 
Batman Caper 
ALL FOUR GAMES FOR ONLY C17.9* 



FIST OF FURY 
Dynamite Dui, Shinoot. Nki|a w amort 

DouDte Dragon II 
ALL FOUR GAMES FOR ONLY £18.99 



WHEELS OF FIRE 




Hard Drrvtn'. Chase HQ. Poward 


rift and 


Turoo Outrun 




ALL FOUR GAMES FOR ONLY 


£15.99 



POWER UP 
Altorod Beasl. Rainbow Island. X Out 

Chase HO. Tumcan 
ALL RVE GAMES FOR ONLY C17.00 



PRECIOUS METAL 
barton. Captain Blood. Crazy Cars and Arkarwid 
ALL FOUR GAMES FOR ONLY £14.00 



BUDGET TITLES UNDER £10.00 
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JAHANGIR KHAN'S 




JAHANGIR 
KHAN'S 

WORLD 
CHAMPIONSHIP 
SQUASH 

Kri sails 

PRICE 



EACH GAME LASTS until one player 
scores nine points, but points are 
only awarded if you served the ball. 
Each shot has to hit the back wall 
once and the ball is not allowed to 
bounce more than once on the floor 
although there is no limit to the 
number of times it can hit the other 
three walls. 




WORLD CHAMPIONSHIP 




PLAYABILITY 



VALUE 



OVERALL 



91% 



GET TWO PEOPLE, put them 
in a small room with two 
racquets and a small blue 
ball, tell them to hit it against the 
wall and name the game after a 
fruit drink. The essence of squash is 
simply tennis on half a court, but it 
is regarded as one of the toughest 
(and most tiring) sports in the 
world- 
There has only ever been one 
computerised version of the sport - 
Jonah Barrington's Squash on the 
Spectrum and C64. But all that has 
changed thanks to Krisalis 
Software. Jahangir Khan's World 
Championship Squash combines an 
isometrically-viewed arcade game 
with the managerial skills of the 
footballsimulation, Manchester 
United. 



THE LEAGUE 
CHAMPIONSHIP is 
set up as a 
ladder eight 
divisional rungs 
with five players 
In each. At the 
end of each 
season the top 
two players climb 
up a rung while 
the bottom two 
go down. Once 
again, any 
number of human 
players can take 
part. 



THE KNOCK-OUT 
tournament 
comprises of 32 
players all vying 
for the 
championship 
trophy, with the 
top eight 
seeded. Any or 
all of the 
players can be 
placed under 
human control 
(should you 
know 31 other 
squash 
enthusiasts). 





EACH PLAYER IS 
defined by five 
attributes: Speed, 
Fitness, Touch, 
Judgement and 
Tactics. For 
humans, the 
latter two are 
provided by your 
own sU ills, while 
the first three are 
Increased as the 
league 
progresses. 
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NEWS 



THE FRENCH CONNECTION 

AFTER A QUIET PERIOD FOLLOWING THE SURPRISE 
success of The Blues Brothers last year, Titus is adding a 
few last-minute touches to another platform romp. 

Already a huge hit in France, Titus the Fox has been 
compared to classic console video games such as Super Mario 
Bros and Sonic the Hedgehog. The idea is for Titus to rescue 
his girlfriend, Foxy. Luckily, our heroic sprite can call upon the 
services of a skateboard and magic flying carpet to quickly set 
off across the Sahara desert. 

The game comes with all the glitzy trappings associated with 
this style of production. While the agile fox is guided through 
16 levels of mayhem, watch out for secret rooms, hidden 
bonuses and some rather nasty traps. 

Titus the Fox should be available now. 



BURNING RUBBER 

PROBABLY ENVIOUS OF GREMLIN'S 
GOOD FORTUNE with car maker Lotus, 
Core Design has decided to team up with 
Jaguar. 

Two totally different Jaguar racing games are 
already in production at Core's headquarters 
in Derby. Both of the titles are in the capable 
hands of Mark Avory. Despite their flair for 
fancy 3D graphics, the premier Jaguar game 
will be using sprites. "Mark's already done four 
months preliminary work on a 3D racing 
game," remarks Core's spokesman, Jeremy 
Smith, "But we wanted to put out a sprite 
game to coincide with the launch of the Jaguar 
XJ220 supercar." 

Jaguar XJ220 Sports Racing, due for release 
next month, will be staged over 12 countries 
with different backdrops and individual 
features for each track. You'll go up against 
other vehicles in the XJ220's class, such as the 
Ferrari F40 and Porsche 959. 

The second Jaguar game, based around the 
tough Le Mans 24-hour race, will utilise the 
3D graphics engine seen in Tltunderhawk. 
This realistic simulation should be out in time 
for Christmas. 




© 1991 TRI-STAR PICTURES. INC. ALL RIGHTS RESERVED. 

HOOK" AND ASSOCIATED CHARACTER NAMES ARE TRADEMARKS OF TRI-STAR PICTURES, NC. 
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A SEASON 
CONTAINS four 
matches each 
against a 
players of 
varying skill. 
Not only are you 
able to play in a 
match, you also 
have the option 
to sit in the 
crowd and just 
watch the 
others play their 
games. Rather 
like scouting the 
opposition. 



SERVE 
IN PL 




THERE ARE TWO WAYS of telling how good a player is: watching his 
previous matches and seeing how big the crowd is. Players like Jahangir 
Khan pack the house and putl in the television crews, whereas your first 
game will probably only pull in your immediate relatives. 



TO HIT THE BALL, just move the joystick in one of eight 
directions and press the button. Three degrees of 
strength are available from volleys to lobs, all 
designed to confuse your opponent. 

WHETHER IT'S BECAUSE squash is 
a fiendishly difficult game to 
program on a computer, or 
whether it's because it is still 
considered a 'minority' sport, 
there haven't been a great deal 
of squash games, which is a pity 
if the quality of Krisalis' effort is 
anything to go by. Although 
Jahangir Khan combines both a 
sport sim and a managerial game, 
it hasn't gone overboard on 
either, enabling them to flow freely 
together. Mass-scale championships are 
definitely in the offing. The game is full 
of little touches from the way the crowd 
size increases as your performances get 
better to the way the different coloured 
balls affect each game - blue balls are 
fast and bounce all over the court while 
heavy yellow ones make for a lot of 
running around. The biggest drawback is 
that until you get the hang of the 
control method, most games are going 
to end as 9-0 losses. Fortunately, the 
easy control option helps you work on 
your positioning first before you start 
trying to control your shots. It doesn't 
take too long to get the hang of things 
and as soon as you do, you're in for one 
of the best ball sport games to come 
along for a long time. 



Paul Presley 






No ugly wart-nose is 
1 gonna make a monkey out 
of me! But that's just 
what that witch has done - 
one minute I'm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits, I can t 
walk a step without tripping over my 
knuckles and, oh, there's an overhanging 
vine - time to swing out sister! But my 
broken heart is going ape. My beloved 
Miho (I can't wait to share a banana with her) 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin' in the rain! 
The arcad^^u sensation by Fabtek Inc 

• tfjto is now available > / 
V^t!^ for your micro. ^ 



OCEAN SOFTWARE LTD, 6 CENTRAL 
STREET. MANCHESTER M2 5NS. 
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SPECTRUM . AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 
ATARI ST . AMIGA 
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CADAVER 

THE PAY-OFF 

Renegade 

PRICE 

£14.99 

(Original Cadavar disk 
required) 

OUT 



GRAPHICS 




SOUND 



5EI 



KARADOC ARRIVES OUTSIDE THE TAVERN: this is the 
very first location and already he's got problems. The 
door is locked, and there's no other way in. That slot is 
probably the way to get the door open, but what the 
hell goes into the slot? 



PLAY ABILITY 



VALUE 



OVERALL 



88°/c 




AT LAST. HAVING WANDERED through the deserted inn, 
you come across some form of human life. He wants his 
supper, in return for which he'll give you some vital 
Information. It sounds simple enough, but things are 
not quite what they seem. 



LIFE'S NOT EASY when you're a dwarf. You battle 
your way through five excruciating monster- 
infested levels, set off to collect your reward, and 
what happens? The gits who sent you on that 
impossible quest seem to have buzzed off, reward and 
all. 

And as if that wasn't insult enough, everybody else 
in the Charon Arms, where you began your quest, has 
disappeared too, so you cant even get yourself a free 
mug of mead for your pains. 

So begins the second great adventure of Karadoc 
The Dwarf, the stunted hero of Cadaver. On arriving 
at the tavern all you are aware of is that everybody 
seems to have disappeared in mysterious 
circumstances, and since they have your reward, 
you've got to find them. 

The Pay-Off is smaller than Cadaver, about two- 
thirds the size, with only four levels of 250 rooms. The 
Bitmap Brothers reckon that while a good player 
(with a solution) should take around seven hours to 
play right through the first game, this one will only 
take about three hours to replay once solved. 

Don't be put off by the smaller size of this module 
though, it's tougher than Cadaver, so although you 
don't need to have 
completed the latter to 
play this, it certainly 
helps. 

The first level is set in 
the Tavern itself, and is 
just a small collection of 
rooms which set the 
scene, but even at this 
early stage you have to 
work hard for every clue. 

Next, it's on to the 
village itself. This shows 
the power of the Cadaver 
game system, because 
this level is actually laid 
out like a true village 
with streets and houses. 
Unlike most of the levels 
in this module and the 
original game, the Village 
has a far greater 
monster-bashing bias, 
which should relieve 
those whose brains hurt. 

The largest level Is the 
Temple - and whereas the 
first two use completely 
new graphic sets, this, 
and the concluding level 
in the caves are re-hashes 
of two of the original 
Cadaver levels, and are 
both tough enough to 
have even the meanest 
Cadaver players burning ' 
the midnight oil. 

You have been 
warned™ 




DEADLY DESIGN 

CADAVER BEGAN OVER TWO AND A HALF YEARS AGO os a simple mop- 
maker on the ST to create isometric 3D arcade/adventure gomes. It was 
named Adventure Level Editor (which sounds a lot more palatable as an 
acronym: ALE), and has since grown into an extremely powerful utility. 

ALE makes life easy for the designer because each level is initially created 
as a two-dimensional map, the purpose of which is to define the size of each 
room (from ihree by three to I0 by 10 floor tiles) and show ihe 
interconnections between them. 

Having created the map the designer can then select any room which is 
instantly converted to a 3D shell. The room is then given its individuality by 
'painting' on previously defined background features. At this stage objects 
can also be selected from a pre-defined library and placed in the room. 

This is where ACL comes in. ACL is a language designed by The Bitmap 
Brothers' own Steve Kelly to control the events in Cadaver and its sequels. The 
way it deals with objects is very clever. Each object placed in a room has a 
unique number, and associated with that number is a few lines of ACL code 
that tell the program exactly how to deal with that object under different 
circumstances. Can it be opened? Can you insert things in it? And so on. 

One of the characteristics that mokes Cadaver such an absorbing game is 
that same objects can be opened to reveal other objects. For instance you 
might open a cabinet to find a small casket and then open the casket to find a 
key. In this case both the caskel and the key are kept in special Attic rooms 
until they're needed. These are rooms that are on the map but can't be 
reached by the player. When an object is found it automatically removes itself 
from an attic room and places itself as near to its container as it can. 

The language is also used to control events in each room, like doors locking 
and unlocking. Even the central character is not sacrosanct. ACL can be used 
to detect his position, and even push him about, overriding what you are 
doing with the joystick! 
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HO HUM, HERE'S THE SORT OF TEMPTING THING that led 
so many games players astray in Cadaver. Three levers. 
You don't know what they do. but you want to find 
out. Pick a number, one to three, shut your eyes and 
hope... 




AH-HA! ANOTHER REAL PERSON. The 
Temple Priest may look like a kindly 
old man, but really he's a bit of a 
nasty old buffer. On first setting his 
beady eyes on you he sees you as 
potential slave material. You. of 
course, have other ideas. 




IN THIS SCREEN YOU'VE JUST 
MANAGED to get access to the 
temple by getting from one end of 
this lane to another. That wasn't 
particularly easy because it 
involved some careful thought 
about the relationship between 
gates, levers and a piece of slime. 
How's it done? 



NOW HERE'S A 
NASTY ONE. 
You want to 
get round to 
the other side 
so you can get 
to the keyhole. 
Trouble Is, you 
could get 
spiked in a very 
nasty place. The 
pit. by the way, 
contains a 
couple of those 
brain creatures. 
Remember 
those bonny 
bouncers? 



THE VILLAGE IS 
REALLY NICELY 
DESIGNED. You 
get an 
atmospheric 
feeling of tiny 
cobbled roads 
shadowed by 
close tiny 
buildings built 
in an 'olde 
worlde' style. 
Ooh it warms 
yer 'art. It really 
does... 



MICH CCOSE 



THE PROBLEMS WITH LEVELS 
DISKS is that on the whole, what 
you get are some new graphics 
and more or less the same 
gameplay, and very often that's 
not enough to justify a new 
product. Fortunately Cadaver was 
the sort of game that, even if you 
managed to complete it, left you 
wanting more. So once you've 
purchased more in the form of 
The Pay-Off, what exactly do you 
get for your money? True, there's 
the usual new graphics... but that ain't 
all. What makes this levels disk so 
worthwhile is that designing the 
original game seems to have been very 
much a learning experience for the 
Bitmap Brothers, with resultant 
improvements in almost every 
department becoming apparent here. 
Players who have completed Cadaver 
will enjoy the greater variety and 
continued challenge, while newer 
players may want to sample more of the 
first game before tackling this tougher 
nut. 



Laurence Scotford 
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Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel : 0902 25304. Fax: 0902 712751 
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START 



BEFORE OUR STONKING THREESOME 
can use their weapons to 
participate in a bit of race 
sabotage they need to collect a 
few tokens by taking part in the 
bonus games. Here, wiggling the 
joystick galvanises Johnny 
Fartpants' pump into action and 
propels our hero magically up the 
flatulence scale. 



you re 

forced to retire wrlh egg on 
your face: win and you don't 
even get a prize. But then 
that's life all over - crap. 




WHEN YOU'RE FEELING tired and 
depressed it's quite common to 
get a sudden urge to walk out 
under a moving car. This is inadvisable, as 
there's a very good chance that you may 
end up dead, instead, why not purchase a 
square-shaped piece of plastic and shove 
it into one of those useful receptacles 
known in the trade as a disk drive. It 
sometimes works. 

And now there's a piece of plastic like 
no other. Yes folks. Viz, home of Finbarr 
Saunders {source of endless double 
entendres), and the world's greatest 
receptacle for bad jokes, has produced its 
very own computer game. 

Top of the bill are Johnny Fartpants. 
Buster Gonad and Biffa Baton, taking part 
in a race, staged in the sunny town of 
Fulchester. hosted by the world-famous 
Roger Mellie and FTV. The course covers 
five sections, each littered with obstacles. 
Fail and 



DOWNING PINTS is the 
ideal way to get power to 
those parts intelligent 
conversation just can't 
reach. Seer transforms 
itself into tokens 
according to how much 
liquid Biffa quaffs. 





AND THEY'RE OFF. Roger Mellie does 
the preliminary honours and provides 
characteristically succinct commentary 
throughout. As for the other Roger, 
he's Irrelevant. 



- THE COMI 

Dreamed up by Chris and Simon Donald, 
"iraham Dury and Simon Thorp, Viz is a 
study in how to get rich quick by telling 
'botty' jokes. From a debut print run of 
150 copies sales have rocketed to over 
,000,000 These days it vies with The 
impsons as a source of associated 
merchandise. Not only can you get your 
mitts on a copy of the comic every month, 
here are also books (The Spunky Parts, 
he Dog's Bollocks), calendars, T-shirts, 
alarm clocks and hats to spend your hard- 
readies on and snigger over. 






FOR BUSTER, 
collecting 
tokens doesn't 
come easily. 
Having shipped 
his gonads to a 
pancake factory 
he's forced to 
exploit their 
bulbous bulk to 
forcefully 
flatten the 
dough. Unless 
it's completely 
flat it doesn't 
count. His other 
bonus level Is 
equally painful: 
it Involves 
bouncing as 
high as possibly 
on those 
unfeasibly 
giant testes. 



96* 
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THE ONE 



MAY 1991 
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BUSTER 
GONAD 

Despite a 
disability 
which would 
bring tears 
to other 
people's 
•yet. Buster 
Gonad 
remains 
cheerful 
about the 
fate which 
has befallen 
his 

unfeasibly 
large 
testicles. It's 
their all- 
purpose 
versatility 
that makes 
them as 
useful as a 
third arm. 



HE COMPETITORS 



s 




BIFFA 
BACON 

Oiffa doesn't 
•ed words - 
e uses his 
fists. Buy him 
a pint and 
he'll be your 
friend for life. 
Spill it. and 
you gel a free 
trip to 
hospital. 

JOHNNY 
FARTPANTS 

Distinguished 
from an early 
age by a 
fetish for 
pickled eggs. 
Johnny's 
brown and 
dirty 

underpants 
are the 
product of a 
lifetime's 
windy bottom 
- a talent 
which has 
made him 
famous. 




THIS IS RODNEY RIX. He throws 
bricks. Keep in your lane and 
you'll avoid him; get hit and the 
shame is enough to make you lose 
a life. 



3 




DRAWING FROM HIS BOTTOMLESS 
RESERVE of charm, Parkie attempts 
to nab you the second you set foot 
In the park. Use your devastating 
secret weapon or just leg it pretty 
sharpish. 



J 

2:0:7 
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WHEN JOHNNY FARTPANTS is under pressure there's only one way out. In 
average difficulties his weapon number one. a propellant bottom burp, 
works wonders but when things look really dicey only Johnny's Super 
Power - a massive curry-induced Mega Pump - can chuff him into the lead. 



THANKS TO 
BUSTER'S 
wheelbarrow, 
his unfeasible 
physique is 
transformed 
into a model of 
streamlined 
efficiency. 
Gonad is also 
entitled to use 
Plum Power - a 
personalised 
nut bounce. 



1 




You get a lot with a copy of Viz: 
jokes, fat slags, a bagful of tips 
and plenty of change out of a 
fiver. The computer game isn't 
such good value for money. 
£19.99 buys you a standard 
obstacle course, a few bonus 
screens and a handful of jokes. 
The unusual bonus games are 
good fun and the graphics 
accurately capture the 
characteristics of the comic, but 
underneath the glossy exterior 
there lurks nothing more elaborate than 
a basic chase game. Hotfooting it around 
the Fulchester sights is fun for a while 
but for non-fans there just isn't enough 
substance to justify the price. Viz 
fanatics could spend a couple of hours o 
so chortling at Roger Mellie's subtle 
asides (though after the third reading 
they do tend to grate a bit) but even 
they might be disappointed at the 
relatively small role played by most of 
Fulchester's stalwarts: where's Billy The 
Fish? As a game all this is most likely to 
appeal to exactly the sort of people who 
aren't allowed to buy it - kids. Adults 
should consider sticking their nose in a 
Viz book instead. 



Kati Hamza 
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PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 
Please send cheque! POI Access/Visa No. and expiry date to : 

Dept TH AM/05, Trybridge Ltd., 8 Buckwins Sq„ Burnt Mills, Basildon, Essex. SSI3 1BJ. 

PIeu.se slate make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and Europe add £ 1 .00 
per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail order only.Telephone orders: mon-Fri 
9am-7pm. Saturday I0am-4pm. Fax orders : 0268 590076. Tel Orders : 026S - 590766 
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KO.2 Return ol Europe' 

K.0.2 Winning Tactics'. 

K.02 Super League* 

Knights o' the Sky ' 

Krlstal ___„_ 

Last Nlnja 2 ___ 
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-..1699 

1399 

13.99 

1399 

16 99 

1699 

16.99 

— 16JM 

16.99 

14.99 

16.99 

16.99 

999 

16.99 

1999 

1999 

7.99 

19.99 

16.99 

1699 

16.99 

599 

.1699 

1699 

16.99 

999 

1499 

999 

. . .16.99 
..-19.99 

1399 

12.99 

14.99 

. .16.99 
26.99 



Last Ninja 3* _„_.. 

Leather Goddess 

Lemmings _____ 

Leisure Suit Larry 2., , 

Leisure Suit Larry 3 , 

Lite and Death ' 

Line ol Pre ..___ _,_, 

Loom „ 

Lords ol Chaos * 

Lord ol the Rings' , 

Lost Patrol 



*t Hi 14 til 



Lucaslilm Double Pack 

Magnetic Scrolls Collection- 
Magnum 4 „ 

Mean Streets ....__. 

Mercs * _.._ 

Mega Traveller 1 " 

Mega Lo Mama " „ 

Mig29 _,__ 

Manchester Urated . 

Maslorblaster* ,_ 

Monty Python 

M1 Tank Platoon 

Mid Winter , 

Midwinter 2' 

Mtdnight Resistance 

M U.DS 

Murder. 

NARC 

NAM" _._ 

Navy Seals ' 

Nghibrood RPG 

Ninja Remnri 

N Ohtshltl _ 

NHro 1 

Obitus 

Operation Stealth 

Oriental Games 

Operation Thunderbolt 

Operation Woil 

Ofl Ftaod Racer 

PGA Tour Golf 

Pang 

Pirates 

Player Manager. 

Platinum 

Platoon 

Ptoimg 

Power Up * . . 
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. 799 
... 799 

599 

9.99 

.1999 

999 

5.99 

...1699 

799 

...16.99 
. 2699 
..26.99 
19.99 
...16.99 
.1999 
.16.99 

16.99 

.16.99 
-1999 
...1999 
..1999 
. 1699 
...1699 
...19.99 
. .16.99 
. 2299 
1699 
...16.99 
1399 
.1999 
1999 
...1999 
. .16.99 
...16.99 
...1699 
.16.99 
.1999 
. 16 99 
...16.99 
. .16.99 
.1699 
.16.99 
.24.99 
.1999 
.1699 
.1699 

599 

.1699 
.1699 
.1699 
15.99 
...1299 
...16.99 

5.99 

.1699 
19 99 



Ptoieclyle ,. 

Pofice Quest 2 (1 Meg) 

Pool ot Radiance 

Populous ____, 

Populous Promised Land. 

Powerpack 

Poweimonger „ 

Powermonger Daia Disc 1 ' 

Predaior2' 

ProTBnnis Tour 2 ...,„ 

Puzznlc ___________ 



Quattro Adventure 

Quattro Sports 

" Type 

Ra-nbo _....,..,... 



tTflMIMHItfl 



Rambow Islands 

Railroad Tycoon _ 

Red Storm Rising ... _.„ 

Reach lor the Skies * 

Rogue Trooper __ 

Robojone ' ___,„,„ 

Rockel Ranger 

Roiator ". 

Rick Dangerous 2 

Rick Oangeraus ... 
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Rise 01 The Drag_rf_,_„ 

Rochy Horror Show ' 

Robccop2 

Search to* the King '_„._ 
Secrels ol the Luttwatlo ' . 
Secret ol Monkey Island ' 

Shadow Warriors 

Shadow ol the Boast 

Shadow ol the Beast 2 

Shadow Sorcero* " 

Shadow Dancer* 

Skuft and Cro&sbones * . 

Sdkworm „ _ 

Sim Oily 

Silent Service ____ 

Ski ot Die 

Sly Spy _.. 

Speedban 

Space Ace _, 

Spiderman _ 

Space Quest 3 

Speedball 2 

Stratego*_ 

Slrider 2 

Star Flight , 

Star Flight Htni Eft 

Steven Hendry" 

Stun Runner 

Subbuteo 

Supremacy 

Super Hang On 

Super Monaco GP ... 

Shuttle* 

Switchblade 2' 

Swiv — _ 

Team Suzuki 

Team Yankee ....___ 

Teenage Mulant Turtles 

Test Dnve2 _ 

Test Drive 3' _, „ 

Tt Drive 2 California Chad .. 

Test Dnve 2 Muscle Cars 

The Immortal (i meg) 

Tip OH* , 

Track 5urt Manager 2 * 

Treasure Trap 

Tournament Goll __ 

ToW * ..._ _ 

Toyota Cellca _ 

Total Recall 

Turbo Challenge....,™ „ 

Tuttlcan _,_._ _, 

Turri_an2 _„__.. 

TV Sports Baseball 

TV Sports Basketball 

TV Spots Football 

UMS2 

Vb" 

Walker ■ 

Warlords , 

Woll Pack(1 Meg) 

Wonderland * 

Wrath ol the Demon 

Wings __ 

Wizbal! ,.. 

WizWd * ..,.■ „„ „ 

Xenon 2 Monoblast . 



•_- 



7.99 

26,99 

1999 

16.99 

.-. __799 

14.99 

19-99 

9.99 

16.99 

1699 

16.99 

9.99 

9.99 

5.99 

5.99 

1699 

22.99 

15.99 

16.99 

19.99 

1699 

7,99 

1699 

1S99 

799 

26.99 

16.99 

1699 

16.99 

1999 

19.99 

16.99 

16.99 

—26.99 

19.99 

16.99 

.. 1699 

599 

19 99 

999 

—..1699 

1699 

7.99 

26.99 
..—16 99 

26 99 

16.99 

.. . 16.99 

16.99 

1699 

5.99 

-....1699 

13.99 

.....16.99 
. .1999 

5.99 

1699 

19.99 

_.__I699 

16.99 

16.99 

19,99 

__...1699 

1699 

1699 

,.999 

999 

1699 

14.99 

1699 

6.99 

16.99 

16.99 

16.99 

1699 

1699 

799 

16.99 

19.99 

14.99 

12.99 

1999- 

16.99 

1699 

19 99 

1999 

19.99 

19.99 

19.99 

5.99 

......13.99 

16.99 



JOYSTICKS 



Quickjoy Jetfighter „ 10.99 

Quickjoy Megaboard _ 19.99 

Cheetah 125+ 6.99 

Comp Pro Extra 14.99 

Quickjoy Turbo 2 , 8.99 

Oucikshot 3 Turbo (Sega Comp), .9.99 
Sega Control Stick 13.99 



BLANK DISKS 



Top Quality Un branded Disks 

10x3.5" DSDD ___\W 

20 \ 3.5" »SIH> tn aa 

50 \ 3.5" I»S1)D™__.__ _>3.99 

100x3.5" DSDD .44.W 

Branded Disks 

3J" DSDD 1.25- Each 

5,25" DSDD „.0.75 Each 



MIDWINTER 

2 

ONLY £19.99 



E.A.SPECIAL OFFERS 



ONLY £7.99 EACH 

POWERDROME 
BARDSTALE 2 
ZANY GOLF 
KEEP THE THIEF 
INTERCEPTOR 
HOUNDS OF THE SHADOW 
SWORDS OF TWILIGHT 



SPECIAL OFFER 



Turrican 
Now Onlv £7.99 



SPECIAL OFFER 



Hammerfist 
NOW ONLY £7.99 



SPECIAL OFFER 



Sieve Davis Snooker 
Now Only 
£7.99 



REASOtySJO-BEC 




WONDERLAND 

Puzzles, conundrums, potions, 
caterpillars, mushrooms and very 
Mad Hatters for your IBM PC, 
Amiga, Atari ST and Archimedes 





JUDGE OREDD^*^ 

'Nobody's antnnocent cim 
we're just here to determi^ 
the level of guilt." Amstrad, 
Spectrum, Amiga. Atari & C64 





COMING 
SOON! 




FISTS OF FURY, 

Battle your way] 
the biggest seiffr 
lime - Double Dr 
Shmobi. Ninja Warric 
Dynamite Dux. Amiga, 
C64. Spectrum and 



of 



DEIUXESCRAB 

The NEW deluxe computer HlWflfche 
ultimate in computer word games. Out- x 
shines all previous versions. IBM PC 







-Leisure 
Genius 



9. 



HQ 





SHUTTLE 

c space 



simulajhn eVer cone 
yojflBWC, /ftwaan 

I \ \ 





EXCALIBUR 

A rich blend of Fighting. 
Fantasy and Strategy set in 
Arthurian Bflfcin. For your 



IBM PC 




Atari ST 



INETIC SCROLLS 



J THEj'li 
f COLLe6tIO^ (VOLUME ONEL 

Coroiptioi JJild of Thieves 

fish! - threSTjjUc adventuj^ 

W! 



;nhanced trj 
land's new 




er Wonder- 
c Windowed 
system-IBM PC, Amiga, 
tatfprand Archimedes 





GOLDEN 

The smash hit eoinKJDjMfljRhd 
slashes its wa> \ . ^nmscreen 
: %toui AmslUjfrSDectrum, C64, 
Amiga and Atari ST 



fo^ 



I ; i : i : jc(bs a i : tha faves fro: 
"'ag. Roger Me'V. Buster 
Slags, F.nbar Saunders . fnaar/riaar 

SpecrjunTC64. Amiga and Aid 





16 Portland Road, London Wll 4LA 
071 727 8070 (Sales) 071 243 1980 



Wne 

NEWS 



GOING FOR A HAT TRICK 



SMALL BUT PERFECTLY 
FORMED programming 
partnership Sensible 
Software is busting a gut 
to get three sizzling games 
onto the market in a single 
year. 




Wizkid will be first off the 
block and is the only Sensible 
Software production with a 
publisher at present, the 
honour going to Ocean. As 



Sensible 
Soccer: 

brimming over 
witb 

impressive 
features. 




the guys at Sensible Software 
like nothing better than a 
quick game of Kick Off 2 
between frustrating sessions 
on the debugger and paint 
package, their next effort, 
Sensible Soccer, will be 
positively brimming over 
with features and neat little 
touches. 

"It's a hybrid of Kick Off 
and SpecdbalV. You're able to 



: Cannon 

j Fodder: 

\ "Megalomania 

I meets 

! Lemmings." 



I see more of the pitch than you 

j can in Kick Off," notes 

i spokesman John Hare, 

j "Sensible Soccer is just as fast, 

! the passing is a lot easier and 

| you can plan your moves in 

\ advance," 

The attention to detail is 
certainly impressive. As an 
example, players on both 
teams have individual features 
like skin and hair colour. More 
importantly, Sensible Soccer 
allows you to apply 
aftertouch to put the ball high 
in the air or swerve it to the 
side. You can also chip the ball 
over the opposition. Sliding 
tackles play an important role, 
too. You can slide in at the far 
post and nudge the ball inside 
the goal mouth or simply 
steam in and redirect the ball 
to foil a striker. Slides are also 
handy for keeping the ball in 
play. 

An element of football 
management is included 
without the hassle of boring 
statistics. Team tactics can be 
changed at any time during a 
game: this facility is 
particularly useful if your 
team is a few goals down and 
needs to go on the attack. The 
trainer can be brought on 
when somebody is injured, or 
a substitute summoned from 
the bench, provided the ball 
isn't currently in play, 
There are 64 European clubs 
and about 40 national sides 
covered in Sensible Soccer. 
The crowds of spectators 



changes depending on where 
you're playing in Europe. As 
the match gets more exciting 
the crowd will move faster; 
they may even get totally 
carried away and start a few 
Mexican Waves. 

After every game you get a 
replay of the 10 best 
highlights during the match, 
these can also be saved to 
disk. 

Last, but by no means least, 
comes Cannon fodder, 
described by Sensible 
Software as 'Megalomania 
meets Lemmings'. In this full- 
scale equivalent of a skirmish 
game, you must throw these 
men into total victory over 
the enemy. Higher ranking 
soldiers are better at 
performing certain tasks, 
though you can command 
anybody to drive a jeep, fly a 
helicopter, throw grenades, 
fire a machine gun, and so on. 

If any of your men survive a 
mission they will go up in 
rank and gain some handy 
abilities next time round. The 
rest of the team will consist of 
inexperienced raw recruits led 
by these combat veterans. A 
man who has survived five or 
six missions becomes very 
skillful and incredibly 
valuable, so you certainly 
wouldn't send him on a 
suicide attack. The sprites will 
be slightly bigger than those 
seen in Megalomania, but the 
same sort of plan view 
remains. 
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The complete guide to PC entertainment 



SKULL MGGERY! 

[ Cranial capers in Life and Death II: THE BRAIN 



simulation 



gym 




T GAMES GUIDE 

33 red hot titles you MUST have 



Plus! ^ 
Also in this 



ure-pac 



3D ConstruqPn Kit survey 
PC virtual rjjility system 
DTP tor furfipf 
PC Shareware reviews 



T WEAPONS 
OF THE LUFTWAFFE 

Goering's back.. .and 
this time he's MAD! 

PLUS ...Gunship 2000 
preview, Lord of the Rings, 
Rise of the Dragon, 
Moonbase... 
and much, 
much more 
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DEMONIAK 
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REVIEW 



DEMONIAK 

Palace 



PRICE 



WHAT DOES A DEMON DO 
when it's bored? 
Actually, scrub that 
question, as Demoniak is more 
than just a demon, it's pure evil, 
formed from everybody's dark side. 
Anyhow, this awful individual 
thinks that it's found a solution to 
its eternal boredom. 

In its own universe Demoniak is 
the master of all that it surveys - 
and that's quite a bit - but it still 
wants more, and our universe 
seems likely to become the next 
target. 

Fortunately, Doc Cortex, the most 
intelligent human being ever, has 
detected Demoniak's presence and 
has called together four of Earth's 



most powerful superheroes to stop 
him. 

Sirius - Man of Action - is a half- 
human, half-alien hybrid endowed 
with immense strength. Kyra Brand 
(a.k.a. Flame) is a Pyrokine, able to 
convert her body into a mass of 
flame at any given time. Madlok is 
the Earth's current Sorcerer 
Supreme, while Sondra Houdini is a 
Marxist/Feminist psychic. 

Together this motley crew should 
be able to collect the necessary 
components to construct a device 
capable of sealing the entrance 
which Demoniak hopes to use to 
gain access to our universe. 

Unfortunately, for security 
reasons, Doc Cortex won't say what 




OUT 

NOW 

GRAPHICS 



IN GENERAL. THE LAYOUT is pretty 
basic The red bar at the top tells 
you the current location, which 
character you're currently In 
control of and how many turns 
you've taken. The blue bar at the 
bottom is where you Input text and 
the central window is where the 
story is told. 



FOR A TEXT ADVENTURE to make 
the grade these days, it has to be 
something pretty special indeed - 
and Demoniak is certainly that. In 
a similar fashion to most Multi- 
user Games (or MUGs), all of the 
characters (bar three) are 
controlled by yourself. That's not 
to say that they don't have any 
intelligence of their own though, 
in fact quite the reverse is the 
case. For example, taking control 
of a prison guard you could decide to 
turn rebel and start blasting away at the 
other guards. They in turn start to 
retaliate and, in the confusion, you swap 
control to another guard. Using this 
character, you unlock the cell of a 
prisoner whom you want to take control 
of next. Then, walking out of the cell, 
you stand back and watch as the other 
guards pile into each other. Importantly 
for any text adventure, the parser (the 
part of the program which interprets 
your input) is quite competent, taking 
commands such as 'take all the red 
things from the bench' in its stride. Of 
course, the real beauty of Demoniak is 
the text. The author, Alan Grant is 
highly regarded in the world of comics 
and his humour and style is clearly 
evident here. Demoniak's biggest 
problem is simply that it's a text 
adventure. Unless you're prepared to sit 
down and type, it's not going to be your 
cup of tea. Which is a shame because it 
really is a fine cup of Earl Grey. 





OVERALL 



90% 



EVERY SO OFTEN 
you'll be asked 
to press a key 
for a picture. 
These serve to 
either break up 
the text or to 
provide a more 

graphic 
description of 
an important 
element. 



those components are. As the 
companions blast off to 
the icy planet of 
Freezyassov, Demoniak 
sits quietly, patiently 
waiting, timing his 
strike, collecting his 
thoughts, chewing his 
nails, watching the 
grass grow... 





SONDRA'S MIND-READING ABILITY Is displayed by 
adding another window to the screen, showing exactly 
what the subject is up to. 



ALAN GRANT'S UST 
of credits makes 
impressive reading (or 
any comics fan. He's 
probably bos! known 
for his work on 
2000AD, which 
included many Judge 
Dredd slories (eifher 
written alone, or in 
collaboration with 
Dredd's creator, 
*J'> John Wogner} 
,*» alongside 
4j Strontium 
* Dog Ace 
Trucking 
Company, 
Robohunter and 
Judge Anderson 
among others. 
Grant has also written 
lor American comics 
giants D.C. and 
Marvel contributing 
stories for such 
infamous characters as 
Batman, RoboCop and 
The Punisher. Future 
attractions will include 
one of the comic 
world's unlikeliest 
team-ups, when 
Batman and Judge 
Dredd join togetner in 
a collaboration 
between D.C. and 
British publisher 
Fleetwoy. Watch out 
for more news of this 
and other Alan Grant 
projects in o future 
issue. 



Paul Presley 
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CRYSTALS 
OF 

ARBOREA 

Silmarils 
PRICE 

£24.99 

OUT 

NOW 



GRAPHICS 



SOUND 



PLAY ABILITY 



VALUE 



THE ONE 



MAY1991 





OVERALL 

86°/c 



AS JAREl, THE PRINCE OF 5HAM- 
NIRS, you and your six 
campanions have to explore 
Arborea, find the four crystals that 
symbolise the four elements from 
which the Crystal world has been 
created : Earth, Sky, Water, and Fire 
and return them to their respective 
towers. 

The scenario for this impressive 
French 3D role-playing game reads, 
typically, like the back-cover blurb for 
most pulp fantasy. Gods created the 
world, to be the home of mortal 
creatures. Only three different 
races lived there for many years : 
Ores, tireless workers; Sham-nirs, 
Artisan Elves; and Black Elves, the 
rulers of the Crystal world. 

Then, one day, Morgoth, a 
fallen angel, cursed the Gods 
who had banished him from, 
heaven and swore revenge. He 
swept across the Crystal world 
bringing discord and violence. He 
corrupted the Ores and Black 
Elves, turning them against the 
Sham-nirs. 

The Gods were dismayed at the 
anarchy everywhere, so they 
drowned the world in their fury, 
leaving only Arborea as the last 
resting place for the crystals 
above the sea. 



ONCE IN 3D MODE you see out of 
Jarel's eyes, while the rest of your 
group head for their initial 
destination from the 2D map: If 
they come across any enemies you 
will either have to fight or flee. 



CRYSTALS 
ARBOREA 





CREATING CHARACTERS is easy. Just 
pick the appropriate profession, 
allocate points to the list of 
statistics and you're away. There 
are also options to load existing 
characters, check maps, or review 
instructions. 




IN COMBAT, the action switches to a 
bird's-eye view. It's simple to 
manoeuvre the party for attack, but 
you'll need plenty of power as well 
as wits if you are to avoid becoming 
so much monster fodder. 



AS YOU CAN 
EITHER MOVE the 
whole group 
together or as 
individuals, it's 
possible to 
switch between 
your six 
companions to 
check on their 
locations ■ . 
However, trying 
to keep track of 
the group whilst 
in 3D Mode is 
difficult without 
making frequent 
references to the 
map. 



FROM THE MOMENT that the 
intro-sequence begins (showing 
the four crystals flying through 
the air and landing in Arborea) 
you can tell that this one has 
been polished 'til it shines. Then, 
once into the game proper, the 
player finds a simple and friendly 
front-end that doesn't get in the 
way of the atmosphere. The 
characters and other creatures are 
well-drawn and accompanied by 
some superb, realistic looking, 
background artwork. Simarils hasn't let 
itself down on the sound front either: 
both the intro and game-over music 
have a very mediaeval feel which 
complements the action perfectly. The 
sound effects are equally impressive, 
with suitable grunts during combat, and 
even the odd bird tweet! If you're 
prepared to spend some time 
establishing exactly how to begin (there 
are moments when the correct action is 
far from obvious), you may find Crystals 
Of Arborea rich and rewarding. 



Julian Watsham 
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Laurence 
Scotford 
gets arty 
with 
Disney's 
animation | 
software | 
and J 
discovers | 
that it's * 
not just | 
kids' stuff.® 



ver since its European 
release in the mid-Eight- 
, ies, the Amiga's potential 
for sophisticated audio-visual pre- 
sentations has been realised to a 
greater extent with every passing 
year. The Amiga 2000 and 3000 
have become the darlings of the 
audio-visual industry, being used for 
everything from slide preparation to 
animation control 

But it's not just a power thing, the 
low-end Amiga 500 has also has its 
fair share of art and music packages, 
one of the most popular being 
Electronic Arts' Deluxe Paint prog- 
ram. This has become a firm 
favourite with professional graphics 
designers: not only do its wide range 
of powerful features make it ideal for 
producing background artwork, it 
also boasts a sophisticated anima- 
tion facility which is useful for 
creating and testing sprites. 

If, however, you've been 
•interested in using your Amiga as an 
alternative to traditional pencil and 
paper animation a la Walt Disney or 
Warner Brothers, up until now there 
has been nothing you could turn to, 
short of upgrading to an Amiga 2000 
and investing in some prohibitively 
expensive hard and software. All 
that has changed with appearance 
of The Animation Studio from 
Disney, the first full-featured anima- 
tion package for the Amiga 500. 



ROUGHS AND 
STORYBOARD 

The key to successful animation is 
careful planning. Once an idea tor a 
cartoon has been conceived, the 
next step is to produce a storyboard . 
The storyboard is a sequence of 
casual sketches, roughs, which 
show the key events in the animation 
you are planning. Ideally, anyone 
should be able to establish the plot of 
the cartoon just by looking at the 
storyboard. 



j INC 





PENCIL TESTS 

Having produced an outline for your 
animation, the next step is to 
produce a series of 'pencil tests'. 
These show rough outlines of all of 
the animated parts of a cartoon (that 
is, everything bar the static back- 
ground). The best approach to use is 
that used by professional animation 
studios. 

Firstly, only the key points of the 
animation are drawn. These are 

Figure 2: 
ln-Betw«nlng 
Is the process In 
which the 
Intervening 
trames are 
added. 



usually extremes of movement. For 
instance, if you're animating a flying 
bird you will begin by drawing the 
three frames showing the wings 
completely lifted, completely low- 
ered, and half way between the two 
(figure 1). 

Next comes a process known as 
'in-betweening', in which all of the 
intervening frames are drawn. In a 
professional animation studio, the 
chief animators will draw only the key 
frames while apprentice artists 



Figure 1 : The 
extreme frames 
of the birds 
movement are 
drawn first. 





Figure 3: The 
Animation 
Studio's 'Onion 
Skin' technology 
allows you to 
reference the 
previous three 
frames while 
drawing the 
current one. 
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THE MICKEY 



REVIEW 



(would you believe, 
betweeners'?) draw the remaining 
frames (figure 2). 

The pencil lesls essentially work 
like most powerful Amiga art pack- 
ages. You can draw freehand, or 
create circles, ellipses, squares and 
rectangles, either filled or unfilled. 
You can draw straight lines and arcs 
easily, fill areas, add text in a variety 
of fonts, and create your own 
brushes. There's also a useful 
'magnify and zoom' mode for more 
detailed work, and it is a simple lask 
to flip, rotate, and scale images. 

Where The Animation Studio 
begins to differ though is in the use of 
Onion Skins. Each frame of the 
animation is drawn on a eel' - in 
traditional animation this is a 
drawing on a piece of acetate. Once 
a eel has been completed, the next 
one is overlaid without obscuring the 
artwork beneath. In this way it's 
possible todraw the next frame while 
using the previous one for reference. 
The Animation Studio reproduces 



this effect by showing the previous 
frame as a grey outline behind the 
current cel. The last three eels are 
shown in increasingly softer outlines 
(figure 3). 

Once a Cel sequence has been 
created you can test it by simply 
selecting the 'camera' function. By 
default, animations run at 24 frames 
per second (this is the speed at 
which a normal film runs, although 
many animations are made to run at 
half this speed by shooting each 
frame twice), but you can alter the 
frame rate if you wish - a useful 
facility if you wish to test sequences. 

The next step is to test your 
animation thoroughly. You should 
watch it several times, keeping an 
eye out for any unnatural jumps in 
the action, or areas in which the 
movement could be made 
smoother. The Animation Studio 
makes it easy to alter individual eels 
or add, delete and swap them. 

Once you're happy with your 
roughanimation.it'stimetogetmore 



Figure 6: The 
frisket is used 
to mask certain 
colours so that 
the animations 
always appear 
In front of the 
background, as 
In picture A. 
Picture B shows 
the disastrous 
effects that 
results if the 
Frisket Is 
incorrectly 
used. 



Spec: Runs on any 
Amiga, but a minimum 
of One Megabyte of 
RAM is recommended. 
Price: £99.99 
From: Entertainment 
International 
Call: (0268) 541126 




Figure 4: The Exposure Sheet 
controls the timing of the animation 
and coordinates sound and Images. 




Figure 5: Dithering is the process used to mix two 
colours to obtain a third. It can be seen here In the two 
circles. The dithered colour is In the overlapping 
portion. 





organised and write up your expo- 
sure sheet' (not as offensive as it 
sounds). The exposure sheet is a 
detailed plan of action that shows 
how the eels are to be ordered and 
how the animation is timed and 
where sound is used (figure 4). The 
Animation Studio offers some very 
sophisticated functions for use in 
creating an exposure sheet, includ- 
ing a fast search facility and 
extensive cut and paste options. 
Sound effects and music axe stored 
in the '.SMUS' format, which is 
compatible with most Amiga sound 
and music packages. 

So far ouranimation has only been 
a series of monochrome line draw- 
ings, but now we can bring it to life 
with the addition of colour. This is 
done with the 'ink and paint" 
program. The tools in this section 
allow you to touch up your pencil test 
artwork, and add colour and shad- 
ing. Colour palettes of up to 32 hues 
can be set up from a range of 4,096 
colours, while artwork can be 
overscanned to fill the entire screen. 
In addition, extra colours can be 
created by using a process known as 
dithering', in which two different 
colours are mixed to create a third 
(figure 5). 

One of the most important ele- 
ments of the ink and paint program is 
the 'frisket'. This device allows you 
to select masking colours so thai 
your animations appear correctly 
against the background. Without 
this, parts of the background will 
show through your animation incor- 
rectly (figures 6a and 6b show the 
use of background artwork with and 
without a correct friskit). 

The background artwork for ani- 
mations can be any '.IFF' file, so it 
can be created with most decent 
Amiga art packages such as DPaint 
III, and then added to the foreground 
art via the ink and paint program. 
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Special effects can be achieved 
by the use of 'colour cycling'. One or 
more colours are defined as a 
sequence of hues which change at a 
predefined speed. When used with 
care, this feature can generate 
waterfalls, lightning effects and 
other visual treats. 

Having added your backgrounds 
and coloured your animations, it's 
time to test them for the final time 
before committing them to disk. The 
public domain utilities Flick and 
Flicker have been included to allow 
you to run your animations (with and 
without sound respectively). 

THE VERDICT 

Without doubt The Animation Studio 
is a very powerful tool that will be 
appreciated by both amateur anima- 
tors looking for an easy way to 
practice their art and professional 
animators dabbling in computer 
animation for the first time. 

However, the price is going to be 
prohibitive to many, especially 
taking into consideration the neces- 
sity of owning a decent paint 
program to generate background art 
and a good music program to create 
scores and sound effects. 

This program is ideal for creating 
animations for demos and game 
intros. but if you're realty serious, 
you'll probably want to have some 
sort of video set-up so that your 
masterpieces can be transferred to 
video tape when they are complete. 

The package has been thought- 
fully designed and is easy to use, 
especially if you take the time to work 
through the two manuals. There are 
some nice touches, such as the way 
all of the programs can be used 
together as a suite or loaded 
separately if you are running short of 
memory. Each program is also fairly 
foolproof, prompting you, for 
instance, at points when you would 
be advised to save your work. 

In addition to the sample anima- 
tions, backgrounds, and sound 
effects included on the program disk, 
The Animation Studio comes sup- 
plied with a Morgue disk containing 
classic Disney animations which 
demonstrate essential animation 
techniques and a demo disk with a 
Donald Duck scene created by a 
Disney animator. The Disney anima- 
tions can be loaded and manipulated 
but they have been 'fixed' to prevent 
the modified files from being saved 
or used in your own animations. 

If you don't intend havingaserious 
crack at computer animation, then 
The Animation Studio is probably too 
expensive to bother with. If, how- 
ever, you're looking for a solid 
introduction to animation with a view 
to producing your own cartoons, 
then it can't be too highly 
recommended. 



THE ANIMATOR'S ART 

The animators at studios such as Disney and Warner Brothers use tried and trusted 
techniques which, with a little practice, can be easily applied by anyone with a smattering 
of artistic skill and creative flair. Here are the more basic ones as demonstrated by 
Disney's own characters 




Arc of Motion: By using very circular motions (as seen in Cinderella when the Fairy 
Godmother waves her wand) characters are made to flow and are given a lifelike quality. 
Straight lines should be avoided wherever possible in animations. 





Path of Action: The path which an animated character takes as it crosses a background 
can make the difference between a lively cartoon and a dull one. Try not to have 
characters walking across screen from left to right or vice versa (this only makes them look 
two dimensional). Instead, make use of depth by moving them into and out of the screen 
and using more convoluted paths. Disney's example, in which Goofy appears to zoom out 
of the screen, is a good one. 




Squash and Stretch: Characters lose their rigidity if you accentuate the reaclions of parts of the 
body to certain movements. Something as simple as a bouncing ball, can be given life just by 
compressing It as it bounces and stretching it as it reaches the top of its bounce. In Alice in 
Wonderland. Tweedledum and Tweedledee are grotesquely squashed and stretched as they 
move, but as well as making them comic they also appear more real. 




Anticipation: This is one of the most important aspects of a good animation. If you lead 
characters directly into an action it is easily missed and consequently far less effective. 
This is solved by making characters anticipate a major action. Make them lean back before 
running, wind up a fist before hitting something, or compress before jumping into the air 
The latter is suitably demonstrated by Disney's Donald Duck as he squashes himself 
towards the table before jumping. 
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Following last month's look at 
post-war manouevring, Matthew Stibbe 
goes back in time a little to examine 
the strategic relevance of the Second 
World War. 

o begin at the beginning, World War II was an 
aggressive war waged on unwilling defenders. 
, Despite Chamberlain's claim of 'peace in our time' 
the Munich agreement of September 1938 failed completely 
to slate Hitler's appetite for conquest 

Encouraged by the Nazi-Soviet non-aggression pact, Hitler 
invaded Poland on September 1st 1939, thus bringing 
France and England into the war, and then struck France 
through the low countries on May 10th 1940. 

Thus began the great conflict. This brief overview will 
look at the evolution of strategy at the highest level on both 
sides of the war in Europe. 

The fact that the Germans took the initiative through 
aggression gave their armies an advantage. They capitalised 
on the surprise and momentum they could gain by waging 
an aggressive high speed war (or 'Blitzkrieg'). 

Using this strategy at its most effective, an outnumbered 
force could concentrate overwhelming forces at a given 
point, and thus out-manoeuvre and out-fight local 
opposition. The aim, however, was not to win the battle, but 
to transcend the battlefield by going for the jugular. 

In many ways the techniques of this warfare were new - 
armoured columns, parachutists, close air support and so on 
- but the aim was not. It was the same method that the 
Germans had used in the Franco- Prussian war of 1 870 when 
they defeated the French army on the field of battle, and 
then raced to Paris to lay siege to it. The same would have 
happened - albeit on a grander scale - in World War 1, 
but for the dogged resistance of their enemies. 

The British and French on the other hand had arguably 
learned the wrong lessons from the Great War, and had 
adopted an essentially defensive mentality. In 1939, this 
mentality served only the make a strong crust through 
which the Germans could easily punch a hole. Holland was 
overrun in five days, Belgium in two weeks, and the 
Blitzkrieg was launched against France on May 16th 1940, a 
day after the Dutch capitulation. 

The German forces entered Paris unopposed on June 14 
and forced France to sign an armistice at Compiegne on 
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June 22, 1940, having forced a British withdrawal from 
Dunkirk. This lightning war was the model for later German 
offensives in the Balkans, North Africa, and, on a much 
larger scale, in Russia. 

On the other side, the defensiveness and un-modernity 
displayed in France was slowly transformed. In many ways 
the battle of El-Alamein symbolised a turning point. It was 
the first time that the British had defeated the Germans 
anywhere. Churchill said of it: "Before El Alamein we never 
won a battle, and afterwards we never lost one." 

Montgomery was reinforced with men and US equipment, 
while most German transports heading for Benghazi in 
Libya were sunk by British ships and planes. In other words 
it was a fight on British terms. The Allies were wedged 
between the sea and the Quattara depression - the 
Germans could not outflank them. 

On the night of October 23rd 1942, Montgomery began a 
five-hour, thousand-gun artillery barrage. Then the British 
columns moved forward to cut a deep salient into the 
German lines. The Germans and Italians held out for two 
weeks and then began a fighting retreat back to Libya. 

On November 8th 1942, US and British forces landed in 
strength in French Morocco and Algeria in an operation 
called Torch'. Timed to coincide with Montgomery's 
offensive, the operation placed them in a position to attack 
Rommel's Afrika Korps from the West. This was a 'pincer' 
movement executed on a grand scale. 



STORM ACROSS EUROPE 

(SSI) 

I have a real problem with this game - it has me h™ iked! 
r m supposed to be revising for my finals (and finishing 
this article) but instead I Ve spent the last four hours 
playing this game. 

Storm Amiss Eumpi 1 is a grand strategy simulation Of 
World War II in Europe. Someone has to play the Germans, 
but the computer or other players can lake the parts of 
Russia and the Allies. The game involves both directing 
production and fighting a war in the air, at sea, and on 
land. 

Essentially, this concentrates on land-based combat, nut 
it also includes elements such as strategic bombing, 
submarine warfare, V-2s, atomic bombs, and research. 

The military details are abstracted - that is, it's a game 
of armies and" air forces, rather than brigades and 
squadrons. It loses nothing for this though - if anything it 
is more accessible because it is abstracted from the 
technical details of warmaking. 

However, there is perhaps a danger that it is also a little 



abstracted from the painful realities of warfare too. It's 
interesting to try to follow historical circumstances - for 
instance invading Russia, bombing England and so on. 

What's most surprising though, is that despite the array 
of opportunities that exist for varying the course of history, 
history itself seems the best guide for decisions. It 's hard to 
decide whether this is due to the game designers 
constraining the variables to make it so, or whether I 
automatically adopt a historical approach, or again whether 
what actually happened was the most predictable and 
logical course of events. 

It uses a mouse-based interface (with the keyboard as a 
fallback), but its origins in the pre-mouse world are evident, 
as the interface sometimes seems over-complex and 
restrictive. 

On the plus side, it's still possible to get through a game 
in a few hours, although an early defeat is quite common. 

1 hesitate to say this game is a must for all budding 
Hitlers, hut it certainly is required playing for any 
proto-Churchills out there. As for neo-Stalins, I would only 
point to the game variable called 'Stalin's sanity' and say no 
more. 
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UMS II 

(Rai nbird) 

|TT| his is the successor to the successful IMiwrsat 

MM Military Simulator y published way back in the dark 
U ages when Rainbird was owned by MicroProse. Both 
games were developed by Ezra Sidran, 

The original UMS was a tactical battle simulator, which 
used a three-dimensional map to show the progress of 
battle. The second game's subtitle 'Nations at War" hints at 
its breadth. It aims to be a TOTAL military simulator. 

Using the Planet Editor (not included in the package, but 
word is that it will be available as an upgrade or at a 
nominal price to registered users) it's possible to simulate 
any conflict on any planet in almost infinite detail. 

In practice, the three scenarios (or should I say worlds) 
provided with the game should occupy any player. They are: 
Overlord (D-Day 1944), Alexander the Great and the wara of 
Napoleon (by the way, there's also a Desert Storm scenario 
which Is available direct from Intergalactic). 

Although the game includes elements such as taxation 
und production, most of the player's attention is devoted to 
military manoeuvres. These take place at one of five zoom 
levels from orbital to divisional. Units can be naval, 
amphibious, ground based, airborne and even orbital. 



Another good point is that the game is totally 
configurable: the author likens it to a military spreadsheet 
where every variable is accessible and open to user 
modification. 

On the face of it, thus is a game for anv serious 
wargamer. However, the enormous detail or representing 
the entire globe down to a scale of seven square kilometers 
has severely affected the game's performance. It uses a 
technique called virt ual memoiy which involves a great deal 
of disk activity. This is a nuisance. 

A second criticism must be of the user interface. 
Considering it is such a complicated game, the user 
interface is surprisingly good, but some apparently simple 
things still seem to take a long time to do, or require 
arcane commands to achieve. Again this is not a major 
complaint, but It does mean that the game requires a 
considerable amount of time to learn thoroughly. It also 
requires a lot of patience. 

And one last gripe. Frankly, the manual isn't up to the 
standard of other games from the MicroProse stable, which 
doesn't help the learning process. 

Despite all of these criticisms, UMS II Is an outstanding 
technical achievement. UMS III will probably require a Cray 
to run properly. 



The use of air power, and especially airborne troops was 
one of the important changes in the nature or warfare that 
took place in WWII. The allies used airborne troops in large 
numbers, for example in Normandy, or in Operation Market 
Garden. 

The first use of parachutists on a large scale was, 
predictably, by the Germans. On May 20, 1941, in a powerful 
display of offensive air tactics, 3,500 German paratroopers 
were dropped on the strategic island of Crete. Most were 
killed, but a second wave of 3,000 quickly captured key 
defenses and overwhelmed the remaining British troops. 

Hitler now had in his possession a strategic 
Mediterranean island for the dispatch of reinforcements and 



supplies to his desert troops in North Africa, which were 
poised for an assault against Egypt and the Suez Canal. 

This Is too vast a subject to cover even in summary in 
such a short article. What 1 have tried to do is set the 
games I have reviewed this month into a context, and to 
point out some of the salient strategic issues. Playing these 
games is better than a history lesson, because they show 
the "why 1 as much as the "what' or "when.' 

There are some excellent histories of the war, amongst 
which Max Hastings' books rank very highly, but above all 
Churchill's war memoirs are invaluable and fascinating. 
• In the next article, I hope to cover the war at sea, in the 
pacific, and on the Russian Front 



DESERT RATS, VULCAN, 
ARNHEM and FRONTLINE 

(CCS) 

Desert Rats, Vulcan uiAAru/iem are old simulations of 
the desert war in North Africa (El Alomein), the 
Tunisian campaigns (Kessarine Pass) and Operation 
Market Garden (the famous 'Bridge too Far') respectively. 

Vulcan and Arnhem are based on the same game system 
with additions for air power and paratroops as appropriate. 
All offer several scenarios ranging from 30-minute battle 
simulations, to three- or four-campaign games covering 
months or even years of real time. Within the limiting 
context of the gameplay system, each game conveys the 
essential nature of its subject very well. 

There are differences though, Arnhem brings a sense of 
urgency, as armoured units race to reinforce paratroops 
dropped behind enemy lines, while Vulcan simulates very 
well the problems that faced a fresh and we 1 1 -equipped, but 
unseasoned, American army in their first encounter with 
the utterly professional Germans. There Is always a sense 
with Vulcan that victory is inevitable for the allies - but at 
what mst. 

Desert Rats, on the other hand, is a game of supply and 
manoeuvre, with the Axis and Allied players like two snakes 
coiled up together along the coast road and struggling to 
see who suffocates first. 



In many ways the Vulcan campaign is the most 
interesting - mainly as a precursor to the European 
campaigns of 1944 and 1945. In any case all three games 
are interesting divisional level simulations that capture a 
historical moment well, without the sometimes awkward 
detail of SSI games. 

Frontline is a different game completely from the other 
CCS offerings. In the first place it is a squad level game - 
in other words it deals with tactical decisions made at the 
lowest level of an organised army. Secondly, it's been 
written to use a mouse-based interface. Of all the wargames 
reviewed here, this has the best user interface. 

It provides a number of scenarios - from the D-Day 
glider landing at Pegasus Bridge, to the assault on Monte 
Cassino in Italy. It takes into account fire support, close 
combat, height, lines of sight and leadership among other 
things. 

In other words, this is a very accurate simulation. It 
manages a lot of the tedious work that stops many board 
games on the same subject being more enjoyable, but there 
is still a lot of detail to absorb. The nearest equivalent to it 
is possibly Sniper! on the Compuserve electronic network, 
where the 'enemy' is another player accessing the game by 
modem. 

I recommend this one, if only because it provides a 
welcome relief from the tide of division, corps and army 
level games that seem the norm in strategy gaming. 
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AS WE REPORTED 
LAST MONTH, the 
demise of 
Mirrorsoft last 
year has left a 
cloud of 
confusion over 
which games are 
actually 
travelling over to 
Acclaim. While 
the deals are still 
being struck as 
we go to press, 
any publisher out 
for a real corker 
should look no 
further than 
Graftgold's next 
release. 
Originally due to 
appear on the 
Imageworks 
label. Fire and Ice 
is yet another run 
and jump affair. 
After controlling 
the likes of an 
athletic 
hedgehog or New 
York plumber in 
previous games 
of this style, it 
comes as little 
surprise that your 
screen persona is 
a coyote this time 
around. The main 
character even 
comes with a 
customary cute 
appearance and 
attitude. Just 
take a gander at 
those big eyes 
and fluffy ears. 
The boys from 
Braintree are no 
strai.gers to 
creating smart 
software. Andrew 
Braybrook. Steve 
Turner and their 
chums at 
Graftgotd have 
been responsible 
for plenty of 
classics in the 
past such as 




Paradrotd and j 
Rainbow Islands \ 
(and if you want i 
to know more, ; 

turn to our ; 
profile on page ; 
23). Fire and Ice, • 
we're pleased to ; 
announce, is \ 
looking just as ; 

hot. \ 



PIRATES 
ON PARADE 

WITH THE MOVIE JUST AROUND THE CORNER, 
Manchester's most prominent software publisher has started 
to show off its faithful adaptation of Hook. With only a 
fraction of Steven Spielberg's budget, Ocean still needs this 
game to be a hit. If you can believe the English accent of 
Dustin Hoffman, you'll probably appreciate this lighthearted 
attempt to capture the charm of Peter Pan. 




COMIC QUEST 



INFOGRAMES AND Walt 
Disney Software recently 
got together to bring the 
likes of Mickey Mouse 
and Donald Duck to your 
computer screen. Hare 
Raising Havoc is the first 
example of this promising 
co-venture. 
Taking the role of Roger 
Rabbit, you must look after 




Baby Herman while his 
Mum goes shopping. Of 
course, things are never easy 
in Toon Town- This crafty 
nipper quickly gives you the 
slip and poor Roger finds it 
very difficult to keep out of 
trouble in such apparently 
safe places as the kitchen and 
bathroom. Can the baby- 
and your bacon - be saved 
before Mum arrives back 
horned 

Hare Raising Havoc comes 
with a mass of gorgeous 
animated graphics to admire 
- which means that your 
machine will need at least 
one megabyte of RAM. 



HERO IN 
A HALF 
SHELL 

FORGET THOSE PESKY 
Teenage Mutant Ninja 
Turtles, the day of the 
Ninja Ant has arrived! 

After completing 
Switchblade 2 for Gremlin 
last year, it seems the 
programmer wanted to do his 
own thing next time around: 
Zool is the product of his wild 
and totally unrestricted 
imagination. "He came up 
with this brilliant idea for a 
Ninja ant," recounts Ian 
Richardson, "We've just let 
him get on with it and he's 
doing a brilliant job." 

No prizes for guessing that 
Zool is of the platform game 
persuasion. It's got five 
different levels, each of which 
will have about 90 screens. 

Richardson adds: 
"Graphically, Zool is 
absolutely superb. It looks like 
a Mega Drive or Super NES 
product. If you can remember. 
Switchblade 2 was the first 
game which looked and 
played like a console game on 
home computer format. I'd 
say Zool is a cross between 
Sonic the Hedgehog and 
RoboCod. We're trying to get 
it ready for the early 



summer. 
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103a Si Johns Hill, 
(Tapham, 
London SW11 ISY 

200 yrds BR Clapham ST. 



PHANTASTIC GAMES 

16 BIT SPECIALISTS 



Telephone: 
071-738 0617 
24 Hours 



Title Our Price 

A-10TankKiller E26.50 

A.D.S £18.99 

Armour Geddon £18.99 

Awesome £26.50 

BacktotheFuturelll £18.99 

Captive £18.99 

Chaos Strikes Back £18.99 

CruisetoraCorpse £18.99 

Deuteros £18.99 

Dick Tracy £18.99 

F-19StealthFighter £24.50 

FullBlast £18.99 

6auntlet3 £18.99 

Genghis Khan £30.50 

GODS £18.99 

Golden Axe £18.99 

Hollywood Collection £22.50 

Indianapolis500 £18.99 

Kick0ff2(1 Meg) £18.99 

KillingCloud £18.99 

Lemmings -SPECIAL £16.99 

Lotus Turbo Challenge £1 8 .99 



Title Our Price 

MITankPlatoon £22.50 

MegaTravellerl £22.50 

Midwinter2 £22.50 

NAM £26.50 

Nightshirt £18.99 

Panza Kick Boxing £18.99 

PGA Golf £18.99 

Platinum Collection £18.99 

PowerPack £18.99 

Pro Tennis Tour2 £18.99 

Robocop2 £18.99 

Secretof Monkey Island £22.50 

SegaMasterMix £22.50 

Speedball2- SPECIAL £16.99 

St. Dragon £18.99 

SuperOflRoad £18.99 

SuperSkweek £18.99 

Super Monaco G.P £18.99 

S.W.I.V £18.99 

Team Yankee £22.50 

Turrican2 £18.99 

WheelsofFire £18.99 



JOYSTICKS 



PRICE 



Qutckshot3Turbo £9-00 

Quickshol3IBM £1 1 .70 

Competition PRO 5000 £13.50 

Competition PROCombal E14.85 

SpeedkingSld - £9.00 

Cruiser Black £9-00 

GuickjoySuperboard £16.15 

OuickjoyMegaboard £22.50 



HARDWARE 



PRICE 



A500- Screen Gems ~ £380.00 

A500(l Meg) £385.00 

5-in-1 Mouse £27.99 

VfeMegExp. + D. Master £45.00 

VbMeg Exp. + Cinemaware{3) ~ £55.00 

WE ALSO STOCK 8-BIT SOFTWARE 
ST, PC, NINENDO, SEGA, MEGA, 
& R.P.G'S 

071-738 0617 



Ml software Hardware is subject lo availability. Please state format when ordering. 

Titles not available will be sent on day of release. Please allow i\ I'&l' on software KSin II W . 



RIVERDENE PDL 

30a School Road, Tilehurst, Reading, Berkshire. RG3 5AN 
Tel : (0734) 452416 Fax : (0734) 451239 



w 




imagination 



Freepost DC 574, Doncaster, South Yorkshire, DN5 8BR 

Send for our catalogue for all your role-playing. 

Games and computer software for the Atari ST, 

Amiga, C64, PC, Spectrum, Amstrad, 
Segamaster & Mega drive, PC Engine. Super 

Famicom, Game Boy. Game Gear and 
Nintendo and Console games and miniatures. 



0302 786135 (24 hour ans) 



A 



HORSE-RACING 




Only £9.99 



COMPUTE-A-RACE+ 



(As advertised in The Sporting Life) 

If you miov a flume on the hews, and own an Amiga, 
tm ComoutB A Race PlUS a an essental eurtfiaie *nl 
aoecfteaUy lo p-ed*! mwsewnfl rtWH. Cfl» net only 
tm notses. smnmataas ma. wwtu up form and 
evaluates oflos. but alio cafeuUW Wtt. nohn Dona norm 
tallowing atvj »W- a record o< its own (oteoahng 
nerto'm»nee Ftatunng on-sawn itutrudinm and 
us*Mt«ndly m*nus. Cfl • ptovid** a range o( intwrnatio'i 
and advice most Vinson mcluoe updated Flat and 
H,it [.Tim (iuiH Mat d B BlbaW >"u' S*M> ol Bfl 
boo*** 1 Still me nest value wound tar on*/ S9.99 (lot a 



MM cwiod MM lAnuga on(») 

CHEQUES/P0 PAYABLE TO HAN01S0FT 
HANDIS0FT 37 Hearsail Lane. Spon End, COVENTRY CV5 6HF 



DEMOS 

AT38 SOUNOS OF KNOME 
BLUE HOUSE 
UP FRONT 
AMAZE MUSIC 
DIGITAL CONCERT 6 
SPREADPOINT 
100 C&4 TUNES 
SLEEPING BAG 
KEFRENS THE WALL 
BUDBRAINS II 



AT452 
ATS24 
AT5B6 
AT614 
AT6I5 
AT664 
AT&86 
AT687 
AT696 
ART 
AT20 
AT21B 
AT 3*6 
AT401 
ATS29 
AT630 
AT631 
AT697 
AT698 
AT705 
AT729 



GAMES 

AT104 PACMAN 87 
PARANOID 
TETRIX 
DRIP 
BIONIX II 
AUTOBAHN 3001 
TRAIN SET 



CLIGHT 
NASA 

BUSY BEE * MEG) 
FRACTALS 
STEALTHY 2(1 MEG) 
M-CAD 
FAST CARS 
ROBOCOP 2 
TOTAL RECALL 
FUTURE VISIONS 
DBW RENDER 



AT378 
AT512 
AT579 
AT805 
AT625 
AT626 
MUSIC 
AT1 14 
AT285 
AT507 
AT609 
AT612 
AT623 
AT699 



GMC 
SAMPLES 
BEATLES MUSIC 
MEO V3 

BAGPIPE MUSIC 
SOUNDTRACKER V4 
STUDIO RIPPERS 
IPECS DISCO 



BLANK 3.5" 
SONY DISKS 

10 DISKS £6.00 
50 DISKS £24.50 
100 DISKS £45.00 



LANGUAGES 

AT15 68000 ASSEM 

ATM 2 PCO PASCAL 

AT385 C&68K SOURCE 

ATS03 PD't 

AT5*5 AMOS USTINGS 1 

AT560 AMOS LISTINGS 2 

AT564 AMOS V1 21 UPDATE 

UTILITIES 

AT87 VVORDWRIGHT 

AT300 QUICKBASE 

AT384 BANK N 

AT459 DOPE INTRO MAKER 

ATS34 SCOOPEX UTILITIES 

AT578 SKUNKS UTILITIES 

AT618 RIM DATABASE 

AT619 VISICALC 

AT620 D-COPY 

AT621 ESA UTILITIES 1 

AT622 U-EOIT 

AT632 GENELOGY(1 MEG) 

AT703 INVADERS RIPPER'S 

AT70* P-COPY III 



WE ALSO STOCK THE COMPLETE AMOS PD LIBRARY & LICENCEWARE DISKS 

CHOOSE ANY 3 DISKS FOR ONLY £5.50 

ALL PRICES INCLUDE FIRST CLASS POSTAGE & PACKING 
FREE CATALOGUE ON DISK WITH ALL ORDERS 



FREE PD CATALOGUE ON DISK 

(please state Atari ST or Amiga) 
when you send a blank disk and SAE to RIVERDENE PDL 
ACCESS & VISA welcome . ^ . 

mmm WHY NOT VISIT OUR SHOP? 
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THE ONE 



Imagine a world just beyond our own* A world where 
graphics, music and animation spring to life from the 
minds of programmers. A world that utilises the AMIGA to 
its limit* You are not imagining, you have just entered 




DOM Al N 




Bi 



| ALLS! OR VECTOR BOBS as they're known. This month's in- thing is to 
.have lots of shiny balls rotating around each other against a 
'backdrop of stars. Last month it was fractals, the month before it was 
triangles and the month before that we had all those psychedelic blurs. 
How do all the programmers manage to come up with the same ideas at the 
same time? 

Still, while the graphical artistes run around after each other, the 
musicians are still managing to create original works. This month has seen a 
tidal wave of good sounds arriving on our doorstep - everything from 
moody Jarre-esque type tunes to a less musical but more entertaining 
collection of Vic Reeves samples. 

As well as the pick of the month, we want to encourage new talent to 
emerge into the field of Demos/PD, so as of next month we will be awarding 
the Amateur Demo of the Month honour to something creative (graphical, 
musical or whatever) from one of our readers. Let your creativity flow... 



SOUND 

LADIES AND GENTLEMEN, would you get up 
from that embarrassing position and put your 
hands together lor Britain's top light 
entertainer and seamstress... Vic Reeves. A 
disk chock-a-block with infamoirs samples 
such as, 'You wouldn't fet It lie .." and 
"What's on die end of your stick. Vk?" is the 
highlight of the month, but unfortunately can 
only be heard through a music studio 
package. Still worth it if you're a fan though. 
Otherwise it's not a bad month for music 
with some good tunes emerging from Vocal 
Attack, Captured, Accel's Musk Disk and 
Musk: Dream 1 1a particularly nice tune 
called Swing The Pub In there). Best music of 
the month, though, goes to Blues House, As 
well as plertty of excellent tunes, a neat little 
Thrust game is used as a menu. 




PICK OF THE MONT 



NEMESIS COMIC 





IMAGINE A CROSS between Blade 
Runner and The Terminator A 
merciless android walkins around 
the streets, killing suspected criminals 
- whilst inside his head, a human 
lurks, agonising over every death yet 
powerless to stop them Nemesis is 
a unique idea and one that 
surprisingfy hasn't been thought of 
before. A story on the computer has 
one advantage over normal comics; 
music. An atmospheric soundtrack 
makes this a nice mid-way point 
between comics on paper and 
cartoons on TV. Although only on 1 
Meg, Nemesis rs worth snapping up 
nght away. 




REVIEW 
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MYTHOLOGICAL GODS HAD some of the 
most muscular figures ever known. Even the 
women had muscles in places that they 
didn't even know they had. For owners of 1 
Meg machines, Fraxxion Divine gives you the 
chance to examine (in beautiful detail) a host 
of these gods, accompanied by an 
atmospherically eerie soundtrack. Other 
graphical delights this month come in the form of 
Anarchy's System violation and Kefrens' The Wall. The 
former contains a nice collection of Vectorbobs, 
starfields, filled 3D and an intelligent LemmingO) while 
the latter offers a series of filled 3D objects/vehicles, 
and a nice-looking scroller. 



ANIMATIONS 



WHERE TO 
GET EM 

Nemesis - Come On 
A Disk (dsk 1272), 
Vtc Reeves Sampfcs 
(ate* 997), Kefrens's 
The Wall (12B1). 
Accel's Music disk 
(926) and Fraodon's 
0/mc Visions (1277 
A6*B) are available 
from: 

Crazy Joe's 

1 45 Effinsham Street, 

Rcxherham 

S651& 

SofjirrelVs Walter 
and More Classy 
Animations (dsk 
0590) are available 
from 
N.B.S. 

132 Gunvifle Road, 
Newport, 
feleCXWisht 
PO30 51H 

Blues House (dsk 
942 A&B), Captured 
(dsk 948) and 
System Violation 
(943) are available 
from 

A Bit On The Side 
B Thorold Place, 
Kirk Sardall, 
Dorcasler 

Music Dream 1 (dsk 

650)savalable 

frim 

Stan Computer 

Systems 

Barbican House, 

Bomersriejd, 

Sunderland 

5R6QAA 




ONLY TWO THIS month, although both are pretty good. The first, 
from NBS (the people who brought you Seven Tiles), is the 
curiously named Squirrel Vs Walker and presents an AT-AT 
Walker (you know, from Star Wars) being chased by a female 
squirrel with a 
wrench. Very 
strange. The 
second (again 
from NBS) is a 
collection of 
shorts called More 
Classy Animations. 
Chuck makes an 
appearance (for 
those that don't 
know, Chuck is a 
round-headed quy 





BUY ANY 10 
PD DISKS 

AT £2 EACH 
AND PICK 



A h I r-s T- ■ ■ r— 



Amiga kudiic uomain software 

|OVER 1400 PD DISKS AVAILABLE 
PD SOFTWARE HELPLINE 
[THOUSANDS OF SATISFIED CUSTOMERS 
OVER 100 DISKS ADDED EVERY MONTH 
MOST ORDERS SENT WITHIN 24 HOURS 
IALL DISKS DISTRIBUTED VIRUS FREE 



MNU I HEM 

5 FREE!! 



n 



PD STARTER PACK 2 
ONLY £5.00 inc P&P 



WET BEAVER 
TENNIS RSI DEMO 
MAKER MVK 2.1 
5 COOL DEMOS 
VOGUE MUSIC COMP 



15 PD DISKS = C20.00 Inc 5 FREE 
NLY C1.00 FOR EACH SUCCESSIVE 
ISK. EG: 

16 PD DISKS = £21.00 

17 PD DISKS = £22.00 
20 PD DISKS = £25.00 

CALL FOR DETAILS OF DISCOUNTS ON BULK 
ORDERS 



OVER 1400 PD DISKS CATALOGUED 



Official 
AMOS PD 
Disks 

Now Available 



AMOS 

Ucenceware 
£3.50 a disks 



AMAZING 
TUNES 2 

20 FANTASTIC 
TUNES 
3 DISKS. 1 MEG. 



BLANK DISKS 

Branded 3.5" Disks 
Only 3Sp each. 
With any olhet purchase 



OVER 18's ONLY 

Send for interesting 
and varied 
catalogue 



GAMES 

843 METAGALACTtC LLAMAS 
1064LETTRIX (GREAT) 
'020 MASTER OF TOWN 
1204 WET BEAVER TENNIS 
849 THE HOLY GRAIL 
B50 BREAKOUT CON KIT 
830 QUIZMASTER 
670 MONOPOLY 
595 CAVE RUNNER 
1209WACKO IN WONDERLAND 
832 AGATRON GAMES 
BLIZZARD 
PACMAN 
TENNIS I MEG 
PARADRIOD 
1207 FRANTIC FREDDY 
505 DRIP 

FLASCHBIER 
XENON 3 ETC 
MORI A RPG 
TRACK RECORD 1 MEG 
GAMES DISK 1 
1179 CHESS ETC 
1184 MASTER MIND ETC 



531 
530 
525 
509 



255 
856 
117 
154 
534 



UTILITIES 

659 ESSENTIAL UTILS 1 
1 206 MANDLE BROT MAKER 
1208 DATABASE WIZARD 
1078ESSENTIAL UTILS 2 
1099PRO TRACKER 1.1a 
1202RSI DEMO MAKER 
1146 ICON MAGIC 
"51 C- LIGHT 
11 56 DRIVER GENERATOR 
I368SPECCY EMULATOR 
I31QMVK21 



MUSIC 

1181 TRUE ENERGY 
1320 SLAB YS MUSIC 
131 719" 

1308 VOGUE MUSIC COMP 
1303 IMAGINATION 
1322FLASHING BYTES 
13190RIGINAL RIPS 3 
1323MATRIX MUSIC 3 
1324BLOOD SUCKERS 
1327TRIUMPH MUSIC 11 



1333AMIGADEUS 
1334 THE BEATLES HITS 
1338TURN UP THE BASS 
1347CLASSIX2 
1353THE BEST OF RAF 
1 348 HOT WIRED 
1217EOUAMANIA 2 



DEMOS 

1365PORKY PIG AINM 
1339COPPER DEMO 2 
1316SYS VIOLATION 
1307MAJOR DELIGHT 
1306 EVOLUTION 76 
1305PHENOMINA 
1300 FART ft BELCH 
1297CLOTHS PEG 
11 73 PANIC 
11 80 DISASTER 
11 67 MOVIE DEMO 
1172 ENFORCEMENTS 
1185 THUNDER CHILD 



EXCLUSIVE WARE 

CROSSED SYSTEM 

MEGA FAST SHOOT EM UP 

SILKY SMOOTH 

SCROLLING 

DIGITIZED SFX & SPEECH 

MULTIPLE WEAPONS AND 

MORE. 

EXCLUSIVE TO US 

ONLY £3.99 Inc P&P 
CROSSED SYSTEM IS NOT PO 



DO THE BART MAN 

A 3 DISK VERSION OF THE 
NO.1 HIT SINGLE 
ONLY £3.00inc PSP 



MASTER VIRUS 
KILLER 21 

Can now detect 1 24 
Viruses/Bootblocks 



FOR JUST £1.00 YOU CAN RECEIVE OUR HIGHLY PRAISED CATALOGUE DISK 
GIVING DETAILS OF OVER 1000 PUBLIC DOMAIN DISKS, OR ORDER 3 OR 
MORE OF THE ABOVE AND RECEIVE IT FREE OF CHARGE- 



RED SECTOR DEMO 
MAKER 

Available Now 



NOW AVAILABLE CLIP - ART VOLUME 2. 3 DISKS, ONLY £3.00 inc 



Catalogue Disk Available at £1 .00 sent FREE with all orders 

Send cheque, or Postal order to: 

VIRUS FREE RD (Dept) 23 Elborough Rd, Moredon, Swindon, Wilts, SN2 2LS, ENGLAND. 
Tel: 0793 512321 Fax: 0793 512075 

ALL PRICES INCLUDE PSP IN UK. MINIMUM ORDER OF 3 DISKS, OVER SEAS ORDERS WELCOME BUT PLEASE 
SEND EURO CHEQUE OR BANKERS DRAFT WITH ORDER. PLEASE ADD £3.00 TOWARDS PSP. 
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ARCADES 



John Cook 
may not 
have two 
coins to rub 
together, 
but he still 
somehow 
manages to 
be the first 
down to his 
local arcade 
to witness 
the arrival 
of the latest 
coin -ops. 



R360 



SEGA 





HEARD OF THE Rj6o? Then. baby, you haven't lived, because 
forget about Virtual Reality, what the Rj6o delivers is the 
greatest sensory overload you are ever likely to get without 
taking your trousers off. 

Developed by those terribly clever Japanese people (Sega) this 
is a unit that will turn your whole idea of what a coin-op is 
upside-down. Literally! 

You sit yourself in the unit and you realise immediately that tins is something different. For a start the thing looks like 
that brain-washing jobbie that Joe 90 used to use. Anything could happen in the next half hour, eh? Very Sixties. In fad. 
before you siep into the globe, you know that something dramatic is going to happen, because of the major product 
liability nonce prominently placed at the entrance to the thing. Very Nineties. 

No-one under 1.30m tall. Dwarves barred No heart conditions. No intoxicated persons. No pregnant women No-one 
with high or low blood pressure. No-one who has been advised against strenuous activity and finally, no-one who has 
any menial or physical problems. Thai's The One's staff out for a start. Still. I lied about my height and slipped through 

Once inside the unit, a U-shaped yoke comes down over your chest, to which you attach a couple of side behs. then 
tighten the whole thing up with a handbrake lever placed by your right hand. Claustrophobic? Moi? 

Now the action starts, and it s Ihe familiar C-Iot/shooi down those planes scenario First you have the gentle take off. 
and you begin composing the letier to get your money back. But suddenly... haaaayyyyytl!! 

You know the way that in G-Loc you gel that queasy sensation of movement? Well, this is all fine 
HI if you have two feet on the ground. but aftei you've gone around for the third lime In the Rj6o, 
you know why fighter pilots don't have a large breakfast before they take off. 

Posilivc G. Negative G, upside down, 90 degrees to the floor, a session in the R360 leaves you 
feeling like a sock in an empty tumble drier, but whai an experience!!! Presently, the only R360 I 
know of in the country is at Funland. Luna Park in the Trocadero Complex. In Piccadilly Circus. 
London, which itself is probably the best arcade in the country with no fruit machines or one- 
armed bandiis, just row upon row of the latest vids. plus bumper cars and a few novelty rides.Not 
only can you ride the R360 there (at tj a throw, alas, but there again. II does cost over f.70.000 to 
buy!) but play four player Super Monaco and Big Run. something the average arcade just can't 
compete with. Well worth a visit if you're In the Capital. 



PHOTOSTAR 



TAKING PASSPORT PHOTOS will never be the same again, 
after this new innovation in photobooth technology. The 
Photostar. Video Matting technology can not only put you 

next to a famous celeb (I'm looking for 

John Major's brain in this snap) but 
also do sensible stuff like 
preview an ordinary snap 
before you have il printed. 

Nice dry colour prints 
produced in a guaranteed 
number of seconds, which 
count down before your very 
eyes. All this and Kylie too! Check it 
out and shock your Mum! 





GROWL 

Taito 

ANOTHER FOUR-PLAYER BEAT EM UP 
that has become a bit topical because 
many of the hordes of enemies have 
tea towels wrapped around their 
heads. Other than that, there's 
precious little to recommend it. If 
you must play a beat era up, play 
Final Fight II. 
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BLOOD BROTHERS 

Fabtek 

THERE'S ONE THING YOU HAVE TO SAY about Fabtek: ai least ihey are one up on the majority 

of the coin-op industry. After 




the success of Cabal, most 
companies would probably 
have put their collective brain 
cell together and come up 
with the radical marketing 
ploy of Cabal II I 

Not so here. What Fabtek 
have done is taken the initial 
concept of Cabal - with your 
sprite running along the 
bottom of the screen and 
shooting into the scene with a 
gunsight guided by a trakball - 
and thrown it back a century 
or so to the Wild, Wild West. 

New sprites, new sound 
effects, same gameplay. 
Sounds like something of a 
recipe for boredom, but the 
fact that the payability of the 
original has been retained, 
maybe even enhanced, has 
ensured that this is going to be 
one of the favourite PCB 
games this summer. 





GOLFING GREATS 

Konami 

KONAMI IS NOT. CURRENTLY, ON A ROLL, creatively speaking. Although M s been coining it In with 
their Ninja Turtles game, little else of much merit has come out of the factory, despite some neat 
hardware that can manipulate sprites fairly efficiently. 

Unexpectedly, however, we have Golfing Greats, the best PCB golf game to hit an already 
crowded market. For once, the on-board hardware is used well, unlike in Overdrive, to provide 
smooth zooms and sweeps, and the gameplay itself, although nothing radical, has that certain 
elusive something that makes you want to go back for more. 

If you're into golf games, then Golfing Greats is well worth seeking out. 



Boreach 



Sega 

ITS ARCADE PUZZLE TIME AGAIN, In 
the great search for the follow-up to 
TetrtiA Well. Boreach isn't it. but may 
well form a mild diversion In between 
the regular bouts of alien genoctdc. 

An isomelrically viewed screen of 
tiles scrolls at a constant diagonal 
down the screen at an equally 
constant speed (anyone remember 
Zaxxon ?), with a little red ball rolling 
down the hill. You have to keep the 
ball on the playfield and guide it Into 
the target tile (but away from the 
assorted mines, holes and nasty bits) 
using only a preset selection of 
deflectors that you place on the 
screen, using the joystick. 

No adrenaline surges here, but It's 
worth a few goes if you fancy a change 




GEMINI SHAREWARE 

THE BIGGEST SHAREWARE CO IN USA 

NOW 




AMG-101: 
AMG-106: 
AMG-110: 
AMG-114: 
AMG-115: 
AMG-110; 
more. 
AMG-128: 
AMG-129: 
more. 
AMG-130: 
sounds. 
AMG-137: 
required). 
AMG-142: 
AMG-143: 
AMG-144: 
AMG-145: 
AMG-147: 
AMG-148: 
AMG-151: 
as well. 
AMG-1B8: 
AMG-173: 
AMG-176: 
rated. 



WHEEL OF FORTUNE - Clone of the classic TV show. Excellent!! 
SPACE GAMES - Cosmoroids, Gravity Wars & more. 
DOS HELPER - Designed to help you with Amig DOS commands 
BLACKJACK + BANDIT (Slot machine). 
BULLRUN - American civil war simulation. 
DOMINOES - Popular game with good graphics + Tic Tac Too & 

GAMES 3 - Vegas slot machine, Pegboard, Reversi & more. 
BUSINESS 1 - Mail Manager, Label Printer, Address Book & 

AMOEBA INVADERS - Clone of the classic featuring digitised 

SINKING ISLAND 2 - Text/Graphics adventure 2 disks + 2 drives 

MCAD - Full featured CAD programme (1Mb). 
BACKGAMMON - A great game with good graphics. 
SOLITAIRE - Complete with graphics & sound. 
TILES - Match the tiles + Kings Korner & more. 
CRIBBAGE - Take on the computer II. 
BUSINESS 2 - A VC spreadsheet clone. 
POTPOURR1 10 - A 'Mercenary' simulation game t 'Tron' game 

MICHAEL JACKSON - Digitised audio & visual the megastar. 
DELIRIOUS 2 - More from Eddie. 'X' rated (2 disks). 
HORROR DEMO - Exploding heads & dismembered arms. 'X' 

This is just a small list from our catalogue. 
Phone us for a free copy. 

Prices: E2.00 per disk 1-9 All prices subject to VAl 
£1.75 per disk 10-19 PC & Macintosh 
£1.50 pe' disk 20-29 catalogues also available 



AMG-182: TOILET PAPER AD - A Brilliantly Funny demo unfortunately 'X' 
rated. 

AMG-206: TETRIX - Based on the classic Russian game Tetris'. 
AMG-215: CASINO GAMES - Video Poker, Stud Poker & more. Excellent"! ! 
AMG-219: PLAY & LEARN - Educational games & 3 fun games. 
AMG-224: BACH LOVERS DISK - Contains classical music which plays for 
30minsH 

AMG-230: EASY BANKER - Excellent financial program to keep track of 
your bank account. 

AMG-240: Allows you to design sequential movies & animations. 

AMG-242: JACK FROST - An electronic comic book with digitised mono 

graphics based on the comic strip 'Jack Frost'. Excellent! 

AMG-349: ANTEP - Excellent 'Ultima' role playing game + Slot Cars & 

more. 

AMG-351: METRO - Become a city planner like in 'Sim City'. 
AMG-501: BUOBRAIN - One of the best demos of the year! 'X' rated (2 
disks). 

AMG-503: TOTAL RECALL DEMO - Digitised audio & visuals from the film. 
AMG-515: SCANNERS - Definitely not for the squeamish. 'X' rated. 1 Mb 
recommended (2 disks). 

AMG-516: GOREZONE HORROR SLIDESHOW - Stomach churning stuff!! 'X' 
rated. 

AMG-520: LAURL & HARDY - Animations of the famous duo (1Mb + 2 
disks). 

AMG-522: HOLSTON PILS DEMO - 'High Noon Version'. Digitised from the 
ad. 

GEMINI SHAREWARE 
lO WARWICK AVENUE 
SLOUGH SL2 1 DX 
TELEPHONE: 0753 28183 



DISK CATALOGUE 

ONLY 75P 
REFUNDABLE ON 
FIRST ORDER 




P D KEDELO (one) 

BRITAINS BEST VALUE AMIGA PD LIBRARY 
THE REBELS TOP 1 00 "THE BEST OF THE REST" 



OVER 1600 
PD TITLES ALL 
IN OUR NEW 
CATALOGUE 



GAMES 

R1 Star Trek ' (Strategic) 

R2 Star Trek ■ (3) 2 Drives 

R3 Star Trek (2) New version 

R4 Star Trek (2) V good 

R5 Rash Bier JbokJer dash clone) 

R6 Return to Earth (Sci-Fi) 

R7 Pflkman 87 

R8 Breakout Construction Set 

R9 Pseudo Cop (shoot em up) 

R10 Hoty Grail * (text adventure) 

R11 Golden Fleece (text adventure) 

R12 Hack The Classic D+O Game 

R13 Btonix ' (super shoot em up) 

R14 Fish Games (5) (the best tram Fred Fish) 

R15 Battle Force (strategy game) 

R16 Bull Run (civil war) 

R17 Moria (D+D game) 

R18 Tennis ■ 

R19 Games Pack 1, Arcade games 
R20 Games Pack 2. Arcade games 

UTILITIES 

R21 Word Wright (the PD W/Processor) 
R22 Clerk 

R23 Vistcalc (spreadsheet) 
R24 R.I.M. * (great database) 
R25 S I D. 

R26 Fiexibase (simple database) 

R28 Bankn (linance package) 

R29 Jazz Bench 

R30 Quick Base 

R21 Ultimate Virus Killer 

R32 Ultimate Utilities 1 

R33 Crodrt (text editor) 

R34 Icon Magic 

R35 Cli Tutorial 

R36 Virus X 

R37 Amiga Fox 

R38 Trooper Fonts (D. Paint etc) (3) 

R39 C Manual (3) 

R40 Utility Disk Set (10) 



*=1 Meg (2)=2 Disks etc 

MUSIC 

R41 MED 

R42 Soundtracker Inst Set (10) 
R43 Soundtracker 
R44 Noisetracker 

R45 Sonix Instruments + Musk; (10) 

R46 Bart Simpson (3) 

R47 Amazing Tunes 2 (3) * Brilliant 

R48 D Mob 4 (brilliant) 

R49 Star Tracker 

R50 Crusaders Bacteria 

R5I Rebels Megablast 

R52 Crionks Neverwhere 

R53 Sound of Silents 

R54 Games Music Creator 

R55 Pet Shop Boys 

R56 C Bit 90 Brilliant • 

R57 808 State Remix 

DEMOS 

R58 Budbrain 1 (2) Over 18's 
R59 Budbrain 2 

R60 The Run (Amazing animation) 

R61 100 064 Tunes 

R62 Mental Hangover 

R63 Fraxlon Horror (sick!) 

R64 Kylie Demo (2) 

R6S Blues Brothers (2) 

R66 RAF Mega Demo (2) 

R67 Elvira Demo * 

R68 Predators Mega Demo (2) 

R69 Puggs in Space • 

R70 New Tec Demo « (2) 

R71 Viz Slide Show 

R72 Wa&er Demo 1 • 

L73 Walker Demo 2 • 

R74 Cool Enough ■ 

R75 Madonna Slide Show (3) 

R76 Crusaders Genesis * 

R77 Night Breed Slide Show 

R78 USA vs Iraq Demo 

R79 Total Recall Slide Show . 

R80 Real Things (birds & Horses) (2) 



GOODIES 

R81 Dope Intromaker 
R82 The Probe Demo ■ 
R83 Fractal Right * 
RB4 Video Applications (2) 
R85 Demolisher Utilities (2) 
R86 Clipart Set (5) 
R87 Boot Champion 
R88 Boot Writer 

R89 Education Set 1 Age 6+ (2) 

R90 Education Set 2 Age 13+ (5) 

R91 St Emulator (K works) 

R92 Messy Dos 

R93 Red Devil Cruncher 

R94 Bacteria Demo 

R95 Vision Mega Demo 

R96 Red Devil Utilities 

R97 N Comm (modem software) 

R98 Power Packer 2.38 

R99 C Compiler 

R100 X Copy 



THE BEST DEALS AROUND 

Deal 1, 1-9 Disks = £1.75 each 

Deal 2, 10+ Disks = £1-25 each 

Deal 3. 20-+ Disks = £ 90 each 

Deal 4, Buy 10 PD Disks and gel a free 10 capacity box 

Deal 5, No minimum order charge 

Deal 6, No post +■ packaging 

Deal 7. No VAT to add 

Deal 8. Order belore 3 o'clock and we despatch same day 

Deal 9, Order 3 disks and get a tree catalogue 

Deal 10, Come lo the shop and get another 25p off all 

prices. 




SEND CHEQUES P/O TO 
PD REBELS 
52B LONG ST 
DEVIZES, WILTS 



0380 
727419 




CARRIER COMMAND 



Mirror Image 
£9.99 



EVERY SO OFTEN a game comes along that's so technically 
accomplished that the world stops to look on in awe. The 



trouble is that all too frequently, this awe fades when the 
technology moves on and the once-acclaimed game is left 
looking a little sad and dated. 

However, due to the depth of its gameplay (no pun intended) 
Carrier Command is one game which has avoided this fate. 

Revolving around two 'super-carriers' (each containing a 
squadron of planes and amphibious tanks), this blend of 
strategy and action is a long-term battle for control of a string 
of resource-rich islands (see our 'classic game guide' later in this 
issue for more details). 

If there is a problem with this program, it lies in the time it 
takes for the carrier to sail from one island to another - the fact that a single journey can take anything up to 
halt an hour to complete could be enough to deter the trigger-happy thrill seeker 

However dedicated players will be rewarded with a long-term stretch of rivetting - and ultimately rewarding 
action. Definitely one for those with a long attention span. 7 B 




INTERNATIONAL 




The Hit Squad 
£7.99 

W™ LD L BE MORE FUN lna n watching two pyjama-clad men pound each others' bones to 
dust? Watching three pyjama-clad men beat each other up of course! 
Archer Maclean's superlative martial arts game is still highly regarded as one of the best of the 
Karate/Kung Fu/Judo/Ninjttsu... erm, beat 'em ups - the main reason for this being its three-player option 
fcven though one of the parttcipants is always computer-controlled, it's still great fun for the other two to 
gang up on him tf they so choose. 

Despite its advancing years, the graphics are still fresh and the music is excellent - especially during the 
novel pause mode. 
The range of moves 
available is only 
surpassed by 
Budokan and the 
bonus levels are 
imaginative and 
great fun. 

IK+ (as us trendies 
call it) is an excellent 
purchase, well worth 
getting to involve 
your mates in some 
seriously violent fun. 




Paul 

Presley 

delves 

into the 

pile of 

recent 

budget 

releases 

and 

finds 

some 

classic 

shoot 

'em up 

action 

and 

more. 



STAR 

QUALITY 

Excellent 

Deserves to 
be part of 
anyone's 
collection 

,V.YA„Y 
Good 
Probably 
worth 

buying if you 
don't already 
own it 

Average 

Worth 
acquiring if 
it looks like 
your cup of 
tea 



Poor 

Oh dear, 
this isn't 
really up to 
scratch 

& 

Dire 

Nobody's 
that 

desperate 
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NORTH AND 
SOUTH 



Action 16 

£7.99 

THERE AREN'T MANY computer games that are 
truly funny, but North And South is one - at 
least at first, that is. Being based on a series of 
French comic books, the game uses cartoon-style 
graphtics to good effect, combining them with wacky 
sound effects and music. The trouble is though, that 
when you've seen a joke once, the humour wears off 
and there's little incentive to go back. 

Set during the US 
■HnH Civil War, this is a 

^ | i| simple strategic 

r ^^7^ - - * ^ challenge with arcade 
|J» pHj _j — 1 interludes thrown in 

for good measure. 
You either control 
the forces of the 
Yankees or the 
Confederates 
(respectively 
' ■^^^^^^^^^ representing the 

North and South - 
hence the name), with the simple aim of taking all of 
your opponent's land. 

Bullion trains, Red Indians, Mexicans and bad 
weather are random factors which affect your 
progress, while the arcade sequences come in to play 
when you attempt to rob a train, take over a fort or 
get involved in a battle. 

It doesn't take much to figure out how to beat the 
computer in each fight and subsequently, to win the 
game. A greater challenge comes from a human 
opponent, but even this doesn't last too long. Even at 
this price. North And South will only appeal to the 
die-hard fan of French humour - does such a thing 
exist? 





TIGER ROAD 



Kixx 
£7.99 

OTHERWISE KNOWN AS 'one man and his 
axe', Capcom's hack 'n' slash scroller first 
saw the light of day in 1987, to be greeted 
by a barrage of critical disinterest. 

Sadly, things haven't improved with age. The 'man 
with weapon beating up wave after wave of bad 
guys' idea has been done to death by now - and 
Tiger Road wasn't a good example of the genre in 
the first place. 

There are a couple of nice points though, notably 
in the audio department. The Oriental music Is 
nicely rendered (although it's nothing special by 
today's standards) and the sound effects are rather 

good, except that 
they don't quite 
fit the action. 

Never a classic. 
Tiger Road now 
can't hold its own 
amongst the likes 
of Turrkan and 
Gods, even at this 
price. 




3-D POOL 



Mirror Image 
£9.99 



I 



T'S HAD SEVERAL NAME5 and has 
appeared on virtually every format 
under the sun, so it's about time 3D 
Pool made an appearance on the 
'retrospective' scene. 

Also known as Maltese Joe's 3D 
Pool and Sharkey's 3D Pool, this 
is probably the most involved 
simulation yet of the noble art 
of ball potting, with the title's 
'3D' referring to the player's 
view of the fully-rotatable 
table. 

Four different types of pool 
are offered (including the one 
where you have to say 'four ball in 
the corner pocket' or the like, before 
each shot). The rules however tend to 
take the American format, so don't expect 
an extra shot after a foul stroke and watch out for the weird 'behind 
the line' rule. 

As it goes, everything works smoothly except for the disrupting fact 
that most of the time you can't see the whole table. Otherwise 3D Pool 
is excellent value if you fancy joining the cue. 





Action 16 
£7.99 

WEIRD DOESN'T EVEN begin to describe this French adventure- 
cum-puzzler. The plot is far too strange to even begin 
describing, bul don't let it put you off because the game it 
hides is quite a pleasing little jaunt into the realms of fantasy. 

You play the part of a psychic warrior, hell-bent on rescuing your 
beloved from the grip of a jumped-up alien invader, who claims that he 
has first rights to ruling the universe or some such nonsense. 

Your quest comes in two parts, the first a series of puzzles, the second a 
more standard exploration/adventure. Both are icon driven, but with one 
of the strangest icon menus ever. A representation of your brain is called 
up with all your thoughts on how to deal with the current situation 
highlighted. Pick a thought and carry it out, how's that for weird? 

Kult is really a 'love it or hate it' game - and I love it! There are a lot of 
really nice 
touches 
throughout, 
coupled with 
truly stylish 
graphics and 
sound effects. 
Mostly 
though, the 
whole thing 
generates 
more 

atmosphere 
than a Gazza 
romp at White 
Hart Lane. 

Dare to be 
different. 




FREE PL)? 
RING FOR FREE INFO PACK! 
WHAT HAVE YOU GOT TO LOSE! 



SONY 3.5" DISKS SONY 

PD p D 
Serwce Tte Best Disks-The Best Service-The Best Prices srrvir*. 



FREEPHONE 


0800 252 623 




Or (051-924 0200) 




(24 HOURS) 



OgXS Use Our Credltcard Hotllnalll 

10 3 5' DS'DO C5 90 ACCESS - 0702 726485 - VISA 

20 3.5'DS/DO €11.50 We Only Use Sony Disks. 

30 3 5*DS/D0 €18.50 Lifetime Guaraniee Same Day 

40 3 5." DSrtJD C21.60 P M p M Bh Wnen Ordered Before 

so 3.r d&dd C2e so Noon Prices lnc Vot 4 Postage. 

lOOO.S'DS/DD €49 00 New PD Library 

200 3 5* DS/DD €8900 Every Disk Order Includes 

500 3 5" d&dd €210.00 Latest Catalogue Disk 

MORE CALL (C12.SO Pa* 10 lnc in Class PoW} 

Cheques Or P.O.'s To: 



0.5MD Men 
0.5Mb WW Clock 
Cumana Drlva 
CAM A590 30Mb 
Phaps8833Mk2 
CBM 1084S 



Only Wrth !V- ■ 
40 Cap Box 
80 Cap Bo< 



C29 99 
€34.99 
€64.99 
■ ■■'■> N 
€296 DO 
£2M N 



C3 00 
£590 



Or Post Free To: 
UNBEATABLE PRICES, 

FREEPOST, LIVERPOOL, E23 0XH 



HARDWARE DISTRIBUTION 

Dept (TOAM), 28 Furnival Gate, Sheffield, S1 AQP 
Telephone Orders Welcome On 0742 726485 



ALIENS 




IF AN 
ADVERT IS IN 
PRINT, IS IT PROPER? 

Most advertisements are perfectly proper 
A few arc nol. 

The Advertising Standards Authority not only 
monitors over 850 advertisements every monlh. It ensures 
compliance with the rules In the strict Code of Advertising 
Practice. 

So when you question an advertiser, they have to 
answer to us. 

To And out more ahoul the role or the 
ASA. please write to the address below 

Advertising Standards Authority, 
Department X. Brook House. Tbrrlnglon 
Place. London WC1K7IIN. 




ASA 



T«l» sm" !■ dualri In the InlrmU at Mah >landanl» In adtrrl Unarm-. 



To advertise in this 
section call 
Ian Knibbs on 

071-251 6222 




Can You Kill 
The ALIENS 
For 

CASH PRIZES 



0898 313 573 



AMIGA 



BRNDIT5 

mvxrs with amiga^s 



AMIGA BANDITS PDL (DEPT THO A) 
GROUND FLOOR, 
28 LEMSFORD ROAD, 
ST ALBANS 
HERTS AL1 3PB 



YOU WANTED IT SO WE GAVE IT! 
YES THATS RIGHT ALL DISKS ARE 
NOW ONLY 85P INC. P&P 



FREE 
POSTAGE 
FIRST 
CLASS 




UOD1 
U004 
UIOI 
U061 
U065 
OOOl 
001 7 
G021 
G022 
G023 
G 

A002 
AO06 
A012 
A07S 
A254 
A260 
A261 
A262 
A 

M025 
X010 



log 



Amibase V3.76 / Excellant database 
Workbench plus / Workbench replacement 
Vislcalc / poworful spreadsheet 
Master Virus Killer / Kills 105 viruses 
M-CAD / Computer Aided Design utility 
All new Star Trek game / 2 disks 51 2k or 1 
Star Trek game / 3 disks 1 meg 2 drives 
Pacman 87 / Pacman game 
Goardgarnes compilation / Classics - Cluedo etc 
Return to Earth / Space trading game 
Amoeba Invaders / Space invader game 
Walker demo 11/1 meg 

Star Trek fleet manouvers / (Animation) T. Richter 
Puggs in space / Cuto alien visits Earth I 
Probe sequence / (Animation) Been on TV I 
Budbraln II / Superb gfx & music 

Lost Ark demo / (Animation) Indy shoots swordsman 
Fraxion horror demo / Gory over 1 8 demo 
Robocop II demo / Superb slideshow demo 
Total Recall demo/Nice, from Timecode 
Digital concert II / 12-. mlns ot House 
Sabrina - Boys, boys, boys / over 18 t 



51 2K MEMORY UPGRADE ONLY 



28.99 P0ST 



FEATURES: 



FREE 



Topicality PCB Latea low power consumption 
D-flama EnaWevDisable swllcft Easy tiffing Clock waion avail 

abb> (Add W 50i PncB includes pottage and packing. 
Cnequespayabla : ABPO 



vne 

NEWS 




It's that time of month when our crackpot 
review team gather together and come up 
with the best titles over the last three 
months: if you're after the best, read on... 



ANOTHER WORLD 

Lester Knight Chaykin is 
a nuclear scientist. Due 
to a massive explosion 
he's engulfed in Another 
World. The use of special 
effects will have you 
enthralled in this real- 
time adventure. 



POPULOUS II 

It's a god's life. Simply 
run the world while 
keeping an eye on the 
opposing god. Look after 
your people while 
wiping out other humans 
that don't belong to you 
- it's all in a day's work. 



AMERICAN 
FOOTBALL 

The crowd roars as the 
quarterback runs to the 
end zone. Experience the 
thrill of it all, with EA's 
latest American Football 
game. Just as good as 
the Mega Drive version. 

HARLEQUIN 

Gremlin's latest platform 
romp calls itself the 
Amiga's answer to Sonic 
and Mario: it looks as if 
this might be true. Roam 
around massive levels in 
search for the pieces of 
the heart of Chimerica. 

MERCENARY III 

Your friend Margaret is 
in strife. She's out of 
office, and there's an 
election soon. The only 
candidate is a shady 
character named P.C. Bil. 
Your mission is to stop 
this character. 



MICROPROSE GOLF 

Featuring fast 'n' smooth 
3D graphics with 
playability to match, this 
is a definite contender 
for the best golf sim 
around. A must buy for 
all would-be Faldos and 
Seves, this is a must buy. 





■ i 





THE GOLF WAR 

THE WORLD OF THE COMPUTER GOLF 
game has been pretty crowded over the past 
few months. MicroProse Golf, PGA Tour Data 
Disks, Championship Golf, Jack Nicklaus' 
Course Disks... the list grows every day. The 
next attempt to score a hole in one with the 
public is Nick Faldo's Golf from Grandslam 
Video Ltd. 

Grandslam has been pretty quiet of late, its last 
major title being the conversion of Tom Clancy's 
best-seller, Tlie Hunt For Red October, but it's 
certainly been busy. Nick Faldo's Golf boasts 
spectacular graphical effects, such as a 3D view 
that follows the ball down the course with the 
fairway scrolling past using a similar method to 
that seen in many Sega arcade games. This 
allegedly allows you to see what particular area of 
rough your ball is heading towards. 

Other features include full wrist control during 
the up and down strokes, a 'front on' view of your 
golfer as he takes the shot, a fully detailed map 
allowing you to close-in on certain areas to see 
exactly how the course slopes, an animated caddy, 
modem link up games and a possible course 
creation kit released at a later date. 

Nick Faldo's Golf is still under construction 
(much like the great man's golf course) and should 
be available towards the end of August at £25.99. 
We'll bring you a full review nearer the date. 




IT'S SHOWTIME 



BARGAIN HUNTERS WHO FANCY a trip to 
London at the end of May should head for the 
Spring Computer Shopper Show in Olympia's 
National Hall. Whether you're after a new 
budget game or RAM expansion, there should be 
plenty here to browse at or buy. Organisers 
Blenheim PEL are expecting roughly 200 
exhibitors from all sides of the industry and 1 
40,000 visitors. Kids under 16 can get in for 
£4.50 while an adult ticket costs £6. Call (081) 
742 2828 for further details. 



RAYS OF 
SUNSHINE 

JOYSTICK 
WAGGLING 
veteran 
Spectravideo 
has expanded 
the Logic 3 
range. The 
Alpha, Sigma 
and Gamma 
Ray desktop 
joysticks are 
priced from 
£11.99 to 
£22.99 and 
come with a 
stylish black 
and blue 
design. To 
place an order, 
phone 

Spectravideo 
on (081) 900 
0024. 




WHAT A 
RESULT! 

IF YOU 

PURCHASE the 
new soccer 
strategy game 
Football 
Tactician 
(£19.95), Talking 
Birds will supply 
tree update 
disks for a 
whole year) Fact 
freaks will be 
pleased to hear 
that accurate 
records are kept 
on all 440 
players in the 
first division. 
Kick off can 
commence once 
you've chatted 
with Talking 
Birds on (0702) 
523607. 
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GET SHIRTY 

Why not put the winter weather 
behind you, focus your thoughts 
on the summer and pick up the latest 
item in The One Clothing Collection - 
the super stylish The One t-shirt. It's 
what every dedicated 16 bit 
enthusiast will want to be seen in this 
year! The t-shirt has been exclusively 
designed by The One's own art editor, 
Gareth 'Armani' Jones and is 
available in sizes small, medium and 
extra large. At the bargain price of 
only £5.99, it's surely a fashion 
accessory that no The One reader 
can possibly be without! 

There's no better way of keeping your copies of 
The One in pristine condition, than in your brand 
spanking new binder. Available for a mere £5.99. 



THE ONE BINDER ► 

Order without delay. 
Simply complete the 
form below enclosing 
your postal order or 
cheque, made payable to 

EMAP IMAGES 
MERCHANDISE 

and send it to the 
following address 



Please remember, thee lop quality items must be handled with the utmost care by oiif ottpatchers - then-Ion! do alio* 28 days for your order to be lulliHed 

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF48 



The One t-shlrt £5.99 SMALL 



□ 



□ 



MEDIUM ^ EXTRA LARGE 



The One Binder £5.99 



□ 



I enclose a cheque/postal order tor £ made payable to EMAP IMAGES 



Name: 



Address: 

Post Code: .... 







I*fl w*f^ inrJoJr mrtlaiv oa[*«tf >wO *"f 



Please send your orders to: 
The One MERCHANDISE OFFER 
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK, 
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR 
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BRIAN 
NESBITT'S 



HELPING 
HANDS 



Computer gaming s second most 
legendary hack opens the doors to a 
new era in tips, solutions and all- 
round help for the stranded... 



□ f I see one more list of Lemmings codes I will not be 
held responsible tor my actions! With these arriving at 
a constant rate of more than five a day. 
the tips file now looks like a volume of the Encyclopedia 
Britannica. so stop sending them in - erm, please? Right, 
now that I've that off my chest- 
Welcome to the new-look, easy-to-use, something-for- 
everyone Helping Hands section (cue applause). Over the 
coming months you 'II find not only in-depth play guides to the 
latest games {often compiled by the authors themselves), 
but also a regular guide to a classic of yesteryear (or even 
yestermonth) , two pages of cheats and tips provided by your 
fair selves and more of our ever-popular adventure 
solutions. 

There's still a problem though, and we need your help to 
solve it. Each month we hope to print a selection of your 
queries, which I 'll do my best to answer. Unfortunately I don 't 
know everything, so, if you know the answer to a particular 
question, please send it in. 

Also, the number of contact names and addresses is still 
fairly low. so if you've completed so many games that your 
computer is screaming 'no more', then let me know. You will 
be rewarded. 

And now, without further ado. it's time to get this show on 
the road... 



GHOSTS AND 
GOBLINS 

Achieve a high score and enter your 
name as (!) to deactivate the sprite 
detection. This, if you haven't already 
guessed, makes you indestructible. 

JAMES POND 

During play, press any key on the 
bottom row ol the keyboard to skip 
levels. And while you're at it, press 'D' 
to kill all of the monsters on the current 
level? 

STRIDER II 

Press 'Help', 'Left Shift' and T 
simultaneously - now. pressing '1 '-'5' 
skips to different pads of the level. And 
if that's not enough, 'F1'-'F4' skips 
levels entirely! 

FROM: GRAEME KRZYSIAK, 
NORTHUMBERLAND 



F-29 RETALIATOR 

On the enrolment screen, 
CIARAN for infinite weapons. 



type 



MANCHESTER 
UNITED 

Press the left mouse button to activate 
the two-player game, mailing the 
hardest teams easy to beat. 
FROM: ANDREW BUCHAN. 
GLASGOW 

LOST PATROL 

Rest for 50 minutes, and - for no loss of 
food - your strength and morale is 
restored by a few points. This restores 
all of your remaining men to 99 per 
cent 



ATOMIC ROBOKID T ,M I, MACHINE 



Type Tuesday 14th on the title 
screen to encounter a menu 
which gives access to infinite lives 
and all weapons. 



DRAGON BREED 

Pause and type IREM to achieve 
infinite lives. Also, pressing 'N' 
now skips a level. 



ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 

When you come to the End-Of- 
Level Monster, stand at the top 
(beside the door) and waggle your 
joystick. Use all of your bombs 
and squeeze through. 



Enter DIZZY on the high-score table for 
infinite lives. 

FROM: DANIEL OSIB, PETER- 
BOROUGH 



THE SPY WHO 
LOVED ME 

Type MISS MONEYPENNY during 
play and then press 'F10' to skip a 
level. 



WIZBALL 

Pause and type RAINBOW. When you 
restart, press 'C to fill the cauldron, 'S' 
to skip a level and T to complete the 
game. 



BLOOD MONEY 

Pause and press 'Help' for infinite lives 
and cash. 

CHIP'S CHALLENGE 

Simply press 'C to skip a level and 'F* 
to reveal a page of greetings. 



FROM: IAN 
TROWELL 



LOCKWOOD, 



RAINBOW ISLANDS 

Type in some of these codes for 
various effects: 
BLRBJSBJ - for Fast Feet; 
RJSBJSBR - for Double Rainbows; 
SSSLLRRS - for Fast Rainbows; 
BJBJBJRS - for Hint A; 
LJLSLBLS - for Hint B. 



TEENAGE MUTANT 
NINJA TURTLES 

This one is for arcaders only! Before 
inserting any coins, press your 
selected player's button - and keep 
pressing it fast as you put your money 
in. Now when you start, you'll have six 
lines of energy instead of one. 

TEST DRIVE 

To avoid tailing off the cliff, hold down 
'Fire' to glide around corners. 

FROM: MATTHEW BELL, 
RADCLIFFE 



NINJA SPIRIT 

If you die on any level after you've 
collected a Shadow or Power-Up, 
simply walk back to pick it up again 
when you restart. 



FROM: ADRIAN KAY, 
WOGGA (AUSTRALIA) 



WOGGA 



NIGHT SHIFT 

Level Codes: 

2 - CHERRY BANANA BANANA 
LEMON 

3 - BANANA CHERRY PINEAPPLE 
PLUM 

4 - PINEAPPLE LEMON PINEAPPLE 
PINEAPPLE 

5 - PINEAPPLE PINEAPPLE LEMON 
CHERRY 

6 - CHERRY PLUM PLUM PINE- 
APPLE 

7 - CHERRY PINEAPPLE LEMON 
BANANA 



NITRO 

Before starting, enter your name as 
MAJ to fill up with fuel and cash. 



FROM: MARCUS 
LEEDS 



TYLDOLEY, FROM: ALEX BRIFFITT, WESTON- 
SUPER-MARE 





THE ONE 



MAY 1991 



last, is the 
final part to 
our epic 
voyage 
through The 
Bitmap 
Brothers' 
3D 

exploration 
game, with 
aid from the 
boys 
themselves 
and Philip 
Wilcock. 






Last Issue, we stopped with you 
dangling halfway through level tour 
well, dangle no more, as It's time now 
to get back to where we left off... 

40) Upper Kitchen. Drop Ihe full oil flask 
on Ihe flame. The resulting fireball 
destroys part of Ihe shelf allowing the ball 
to drop and smash. Inside is a key. collect 
the key. Return to Wutf's view. 

41) Wulf's View. Unlock the door lo the 
South using the spell. Exit S. 

42) Carver's Hall. Throw the stones 
through the bars so the ball pushes the 
potion through the bars. Collect the Giant 
Jump potion. Return to Wulf's View and 
use the potion to recover the key from the 
platform. Return to the Carver's Hall and 
use the key in the lock. Exit S. 

43) Southwest Hall. Drop a candle in the 
small red circle and then kill the demon. 
Exit S. 

44) Small Store. Place the copper bowl 
below the pump'sspout, pump the handle 
until water appears in the bowl. Take the 
bowl and return to the Cistern Room. 

38) Cistern Room. Unlock the door to the 
East. Drop the bowl of water onto the 
cistern, water should now flow along the 
pipe. Exit E. 

39) Oil Store. Place the oil flask below the 
tap on the barrel, when the barrel is full, 
turn the tap and collect the oil flask when it 
is full. Return to the Upper Kitchen. 

40) Upper Kitchen. Drop the full oil flask 
on the flame. The resulting fireball 
destroys part of the shelf allowing the ball 
to drop and smash. Inside is a key, collect 
the key. Return to Wulf's View. 

41) Wulf's View. Unlock the door to the 
South using the spell. Exit S 

42) Carver's Hall. Throw the stones 
through bars so the ball pushes the potion 
through the bars. Collect the Giant Pump 

- potion. Return to Wulf's View and use the 
potion to recover the key from the 
platform. Return to Ihe Carver's Hall and 
use the key in the lock. Exit S. 

43) Southwest Hall. Drop a candle in the 
small red circle and then kill the demon. 
Exits 

44) Small Store. Use a combination of 
Unlock Chest and Dispel Trap spells to 
open the nested chests, collect all the 
contents and Exit N and then E. 

45) Utile Passage. Unlock the South door 
using the grey key. 

46) Box Room. Pull the lever and then 
return it to the up position- Exit E. 

47) Halb's Delight. Slide around the large 
boxes until a gap is made in front ot the 
door, one or two of the blocks cannot be 
moved and the one in front of the door has 
a life of Its own. Exit N. 
46) Inner Passage. Use the Giant Jump 
potion to reach the wooden shelf, collecl 
Ihe Immortal potion and casket, open the 
casket and collect the tour tokens. Pull the 
lever and exit E. 

49) South Passage. Drink your Immortal 
potion and jump over the spikes pull the 
lever to blow them up. Exit S. 

50) South Chamber. Open the chest, 




collect the gold key. Slide around the tiles 
that spell DIANOS so that they read the 
same along the other track. Exit N. 
51 . Warden's Room, Search the thief, he 
needs an Alkali potion to make him feel 
well enough to talk to you. Exit S and E by 
casting the Unlock Door spell. 

52) Helm's Doom. Collect the bottle that 
restores alkali balance and return to the 
Warden's Room. Give the bottle to the 
thief, he wilt eventually give you the 
combination to escape , 1 432. He will then 
ask you to bring him a poison. Exit S, Ihen 
E, then N. 

53) Gambler's Den. Use the three tokens 
to gamble on the rotundas. The extreme 
nght-hand one is a low risk, low return 
machine that provides extra tokens. The 
middle rotunda is higher risk higher return 
that also provides green tokens. The left- 
hand rotunda gambles tokens for potions, 
money, or an occasional key. Use the 
right and middle rotunda lo generate as 
many tokens as possible then usethem In 
the left-hand machines to get potions and 
a grey key. There is a Magic Missile spell 
hidden behind the stairs. When you are 
satisfied (or broke) exit E. 

54) Malladin's Pits. The four pits lead to 
four different challenges: W. The Resting 
Chamber - use the fertiliser to grow a 
shoot so that you can reach the lever, pull 
ft and collect the chest key. Open the 
chest and collect all items except the 
books. Drink the Sweat potion (for 
strength) and push the metal bars aside 
Wait until the clock has gone around four 
times and then unlock the door. Exit N and 
collect the Fizzy potion (poison). Follow 
the Exit sequence. Give Ihe poison to the 
thief. Return to Malladin's Pits. N, Great 
Pit - collect the gold and follow the Exit 
sequence. S. Outer Pit - keep collecting 
the money sacks, if the roots start to grow 
in front of the door, leave (the door only 
unlocks after a certain amount of time). 
The roots will eventually block off your exit 
so be careful. Collect the Dispel Trap 
spell. Exit S. and then S. then follow the 
Exit sequence. The door only unlocks 
afteracertain amount oftlme. E. Fire Pit - 
withstand the fire balls until part of the 
metal floonng disappears, drop through 
and exit S. Collect ihe three spells and 
follow the Exit sequence. Exit sequence 
- from the Greal Pit go E-S-S-S you will 
now be in the Inner Passage, retrace your 
steps back to Malladin's Pits. From 
Malladin's Pits exit E, then E. 

55) Southeast Hall. Cast Dispel Evil and 
kill the two demons Use (he Unlock Door 
spell to exit N. 

56) Learned Hall. Pull lever and exit W. 

57) Symbolists' Hall. Remember the 
order of the shaped blocks on the posts. 
Exit E, then E 

58) Symbolists' Hall. Pull the leversln this 
order Left, Right, Right, Left A button 
shoukJ now have appeared on the wall. 
Press it (theaimofthepuzzleis to arrange 
the shaped blocks In the same order as 
those In the other room. Exit E. 

59) Book Store. Read the books and note 
their contents for dues. Read books 
several times to see if there is more ihan 
one message. Exit W, then W. 

60) Symbolists' Hall. Press the button 
then exit W. 

61 ) Sealed Chamber. Open the chest and 
collect the planet (Earth) without pressing 
any of the buttons, then exit E, then E. 

60) Learned Hall. Exit N. 

61) Learned Hall. Exit E. 

62) Quadratica (this is later referred to as 
Ihe room with square walls). Do not 
bother opening the chest. Read all the 
books, and collecl Ihe Dry Sandy Planet 
(Chaos). Exit W, then N. 



62) Learned Hall. Exit E. 

63) Dianos' Library. Read all books, keep 
reading Ihe book on marriage and funeral 
customs of the Southlands until a spell 
appears. Collect the spell. Search the 
tapestry and collect the small key that 
emerges Exit W, then W. 

64) Side Chamber. Do not bother with the 
puzzle in thisroom unless you feel like it it 
is not essential to completing the game. 
Exit W. 

65) Nameless Room. Open the chest and 
collect all the contents. Cast the Read 
Magic spell on the unknown spell. Return 
to the Quadratica. 

66) Quadratica. Position the chest along 
the north wall, fifth tile from the left, jump 
onto it and then jump up, your head 
should hit a secret panel and asmall white 
planet should fall out. Collect the planet 
(the Moon). Return to the Learned Hall. 

67) Learned Hall. You have to set the four 
levers to four numbers in any order. You 
do this by setting a levol to either +, - or 
neutral. For example the number 29 is 
made by adding 27, subtracting 3 and 
adding 1 . Thus the levers will be in the 
following positions 27 - up, 9 - mid, 3 down 
and 1 - up. Use this principal lo create the 
numbers 29. 32, 16 and 7. Once you have 
done this the door to the West will unlock. 
Exit W. 

68) Queen's Library. Cast Unlock Chest, 
collect the planet (Sun). Exit W. 

69) Wisdom s Hall. Collect the planet 
(Red) and return to the nameless room 
(65) and exit S. lo the Upper Room. 

70) Upper Room. You should now have 
five planets In your rucksack (Earth, Sun, 
Moon, Red and Chaos), these will be 
dropped through the holes in the floor to 
land on spikes in the Planetarium (North 
of the Queen's Library) They shduld be 
dropped through Ihe following holes: Top 
- Sun, Left - Red, Right - Moon and 
Bottom - Earth. Now return to the 
Queen's Library and exit N. 

71) Planetarium. Because you got the 
planets in the correct positions, the globe 
in the centre has stopped spinning. 
Search the globe, press Ihe hidden 
switch, collect the Two keys and return to 
the upper room. 

72) Upper Room. Drop Ihe Chaos planet 
through any of the holes and return lo the 
Planetarium. 

73) Planetarium. Press Ihe button on the 
black globe and collect the grey keys. 
Return to Wisdom's Hall. 

74) Wisdom's Hail. Collect all the wooden 
planks and Exit W. 

75) East Passage. This is- the final 
approach to the last room. Use the grey 
key you collected from the Planetarium In 
the keyhole then use the planks to cross 
the floor without touching it (it is 
electrocuted). Exit W. 

76) Central Hall. In here are Ihree 
demons. First cast a Dispel Evil spell, 
then give them everything you've got. 
Once they are dead, insert the four gold 
keys Into the four keyholes in the order 
given to you by the thief: 1 is the extreme 
left-hand keyhole and 4 is the right-hand 
one. Once this is done, walk to Ihe centre 
of the room and go to level 5. 
At last you have reached the final level 
of Castle Wulf. Dianos Is waiting for 
you inthe final room.Thealm herels to 
collect the necessary Items for his 
destruction and to reach that Anal 
room, Olanos has left a profusion of 
traps and puzzles to stop you. You will 
need all the skills that you have gained 
In the previous levels to succeed - 
best of luck. 

1) Great Tower. Quickly get the marble 
gem stone and exit E. 



2) North Bridge. Get the second marble 
gem stone and find the pressure pad 
located close to the Soulh wall. Walk over 
it to reveal a skull lock. Go and Insert the 
two marblo gems into the skull lock and 
exit E. 

3) Ward Room , Hump up on the posts and 
get the potion bottles (do this quickly as 
the gems are damaging your health). Exit 

4) Helm's Bridge. Pull the first lever and 
go under the wooden block when It raises. 
Pull the second lever and run to the East 
door. Stand as dose as you can get to it 
and wait, the two flails that appeared will 
not harm you. Run back, press the hole 
and get the flask that appears. Finally, pull 
the third lever, wait tor a few seconds until 
the door unlocks, then exit E. 

5) Helm's View. Get the Emerald gem and 
oxit E. 

6) Great Chamber. Open the chest 
(Reading the book for clues) and get the 
Dispel Trap scroll and cure Ihe poison 
flask. Go down the stairs. 

7a) Cellar Stair. Open the chest and 
collect the mind blast orb and green gems 
(the gems you collect are powering up 
your mind blast spell in readiness lor the 
final conflict). Exit E then S. 
7b> Main Cellar. Open chest, collect Bless 
Potion spell and urn, return to Cellar Stair. 
Place the urn under the steam hammer 
and pull the lever. The um will smash and 
you should collect an emerald. 
7c) Great Cellar. Open the chest and 
collect Ihe Magic Missile spells (however, 
these are a bit of a red herring and almost 
useless). Exit S. 

8) East Cellar. Open the chest and pick up 
the two Red potions. As the note says, 
you can only pick up one of Ihe Black 
potions. They are both Stamina, one has 
a single dose of 200 and the other 10 
doses of 20. Get the 10 of 20 stamina 
potion and cast the Bless Potion spell on it 
- this provides you with more stamina 
than casting it on the other potion. 

9) Great Chamber. You have now been 
teleported back to the Great chamber. 
You must quickly jump for the posts that 
have the caskets resting on them, getting 
the caskets as you go. Open the green 
casket and get all the gems. Open Ihe red 
caskel and get the Dispel Trap spell the 
exit S. 

10) East Passage. STOP! You must now 
get all Ihe gems, but beware of the floor, 
there are four pressure pads that 
transport you to one of Ihe confrontations 
with Dianos... We'll leave you lo discover 
which tiles are the bad ones' Exit S. 

1 1 ) The Separator. Avoid touching the 
black spheres, as these will explode and 
harm you. Collect the key. pull the lever 
and use the key in Ihe keyhole. Return to 
the Great Chamber. Use sfrength to pull 
back the wooden block from the door. Exit 
E. 

1 2) Out he If e Search the skull, collect the 
token and tiger's eye gem, read the book. 
Return to The Separator. Exit S. 

1 3) High Passage. Pull the middle lever. 
Climb the wooden ladder, trigger the 
wooden block by standing in the corner. 
You must avoid the flail, collect all the 
green gems and finally the key. Exit S. 

14) Axel s Leap. Collect the money bag 
and the red orb. As soon as you go round 
the tarside of the pit youlltriggerthe flails. 
Jump to avoid them. Exit S. 

15) Sea Watch. Dispel the trap on the 
wooden chest, open it and collect the 
extra-strong sptder poison and money 
sack. Insert the key in the keyhole and exit 

16) Axel's Fall. Time the moving of the 
wooden block, and insert the two 



emeralds onto the eyes of Ihe skull lock. 
Jump across Ihe cenlrai block of the 
wooden floor and exit W. 

17) Brokson's Hall. Open the wooden 
chest and collect the piece of lead and all 
the coins. Pull the upper lever and get 
onto the elevator. Drop Ihe poison on Ihe 
floor and Ihe spider should drink II, after a 
few seconds Ihe spider should die leaving 
behind a key. Pull Ihe upper lever and go 
down lo collect the key, Pull the lower 
lever to make the bars disappear Pull Ihe 
lower lever on Ihe wesl wall and climb 
onto Ihe elevator and go lo Ihe upper 
level. Use the key in the keyhole and 
return to the lower floor. Exit W. 

18) The Void. You cannot collect the flask 
or money sacks - just the jet. The exits to 
this room are located about halfway along 
Ihe North wall and at either end of the 
West wall. Exit N. 

19) Dispel trap on Ihe strong box and 
open It lo collect the coins. Collect Ihe 
Magic Shield potion, stand on Ihe 
strongbox to press Ihe secret panel, 
colled the ruby that falls from it. Return to 
the void and then exit using Ihe lower of 
the west wall doors. 

20) The Lord's View. Touch the 
numbered panels until they are set 7 4 1 , 
this should unlock Ihe door to the south, 
Exit S then S again. 

21) Lord's Watch. Press the two secret 
panels to collect a red caskel (be sure lo 
read Ihe note) and the two keys. Exit N. 

22) Side Room. Open the chest and 
colled whal money you can. Return to the 
void and Exit through the upper of the 
West doors. 

23) Great Bridge, insert Ihe two rubies 
into Ihe first skull lock, then Insert the key 
into the lock and insert the token into the 
slot. Exit W. 

24) West Ward. Collecl the amethyst and 
Ihe green caskel. Open me green casket 
and collecl all the gems. Now drink your 
strength pollon and slide the wooden 
block so thai you can reach the door and 
Ihe lever. Pull the lever and exit W, 

25) Magnus' Watch. Avoid the steel shots 
and insert the amethyst into the 
appropriate skull lock. You can now open 
the red caskel and colled Ihe lead. Exil 
North. 

26) High Parapet. Pull Ihe lever and climb 
onto Ihe elevator, jump over the wooden 
platform with the book on it. Open Ihe 
chest and collect Ihe Stamina potion. 
Return lo Lord's Watch via Ihe void. 

27) The Void. Collect the two money 
sacks and Ihe Turquoise Water potion. 

28) Lord's Watch. Drop ihe two lead 
pieces and Ragnar's bottle into the bowl . 
The bowl should bubble for a while and 
reveal two pieces of gold, Relum to 
Magnus' Watch. 

29) Magnus Walch. Insert the two pieces 
of gold into the skull lock. Exit N and then 
N again. 

30) Inner Walch. Colled Ihe key and open 
Ihe chest. Coded all Ihe green gems, the 
two jades, the red casket and the flask of 
blood. Exit E. 

31) Caliban's View. Drop Ihe red caskel 
and return to the Inner Watch. 

32) Inner Watch. Open the green caskel 
and insert one ot the jades, return to 
Caliban's View and open the red caskBt - 
bul do nol collect the Bloodstone. Return 
to the Inner Watch and repeal Ihe process 
with the second jade. 

33) Caliban's View. There should now be 
two bloodstones on the floor. Collecl the 
blood key and relum to the Inner Watch, 
pull ihe lever and exit S to Ihe High 
Parapet, Ihrow yourself down the pit. 

34) Soulh Cellar. Pull Ihe lever and face 
Ihe consequences. Exit N lo Ihe main 



1 




Cellar, unlock the door using the Wood 
and exil W. 

35) Caliban's Cellar. Colled Ihe piece of 
jet, open Ihe secret panel and collect the 
banish scroll (this is to defeat Dianos). 
Stand on Ihe carved skull and throw Ihe 
flask of blood at the peniangle. You will be 
transported lo Caliban's View. Colledthe 
two bloodstones and exit E. 

36) Inner Ward. Collecl Ihe Petrify spell, 
cast this on Ihe turquoise gem that 
results. ExtI N onto the Open Bridge. 

37) Open Bridge. Pull lever and exit N, 
then W. then descend Ihe revealed stairs. 

38) You should now be down stairs. 
Colled the Dispel Magic spell. Open Ihe 
red caskel and collect Ihe second piece of 
Jet. Open the strong box and collect all tho 
green gems. Return to the Ward Room. 

39) Ward Room. Cast Ihe Dispel Magic on 
either of the power gems. This should 
provide you with the final piece of 
lurquoise. Relum to the Inner Ward and 
exit E. 

40) Axel's Sland. Colled Ihe Orb, open 
the secret panel and colled all the green 
gems. Return lo the Inner Ward and 
descend Ihe stairs. 

41) Cellar Stair. Place the two red orbs 
under ihe hammer (one at a time) and pull 
the lever. You should now be able to 
colled two opals and return to Axel's 
Stand. 

42) Axel's Stand. Insert the two opals into 
the skull lock. Exit E. 

43) LastWalch. Drop the immortal potion, 
drink it while It is on the floor and run 
across the wooden spikes lo the Soulh 
door. Exil S. 

44) Last Bridge. The three skull locks 
accept the following gems: from left lo 
right, turquoise, tiger's eye. jet. Insert all 
six ot these gems and exit S. 

45) Guard Post. Touch Ihe skull lock and 
let your energy drain until it stops, you 
may then Insert the two blood stones. Exit 
W. 

46) Inner Chamber. Open the strong box 
and insert the Banish spell and Ihe orb ot 
Kamul. Drink the Slamina potion lo return 
all your lost energy from the previous 
room. Exit N and then W. 

47) Dianos' Lair. This is Ihe main 
chamber where you will confront Dianos, 
remember it well. Exit through the middle 
of the West doors. 

48) Great Cellar. Colled all the green 
gems and relum via the cellar stairs to the 
Last Watch. 

49) Last Watch, Coiled the Immortal 
polion, drink one dose and run across the 
spikes to return to Ihe inner chamber. 

50) Inner Watch. Insert Ihe immortal 
potion inlo ihe grey strong box and return 
to Dianos' Lair. 

51 ) Dianos' Lair. Open the grey chesi and 
colled all its contents {Banish spell, 
Immortal potion and Mind Blast orb). Walt 
till Dianos appears, cast the Mind Blast 
spell. Drink the Immortal potion, app- 
roach Dianos and cast Ihe Banish spell on 
him repeatedly until he blows up. Colled 
his head andexit through ihe middle door. 



9 You have now 
finished Cadaver 
In the last room 
your status will 
be displayed. 
This whole series 
of solutions has 
outlined the sim- 
ple way through 
ihe game. How- 
ever, there are 
several hidden 
bonuses that can 
be achieved in 
each level 
happy hunting. 



Part the 
fourth (and 
final). In 
which 
Bobbin 
Threadbare 
loses his 
distaff, 
discovers 
the cause 
of the 
chaos in 
the Loom 
and finds 
out what 
happened 
to his 
missing 
people. 




BOBBIN THREADBARE, LAST OF THE 
GUILD OF WEAVERS, was searching tor 
the rest ot his villagers alter Ihey had been 
Iranslormofl inlo swans and kidnapped His 
journey had taken him away from his 
childhood home ol Loom Island and onto the 
mainland where he had encountered many 
weird and wonderful sights 
Along his travels Bobbin had learned ot an 

* ovll plot, somehow linked to the other Guilds 
ot the land, by a sinister figure known as 
Bishop Mandible. Bobbins search led to the 
Guild ol Blacksmiths Now read on... 

Woe! Bobbin Threadbare had 
entered the city of Forgeinthe hope 
of finding a clue as to the location of 
the rest of his Guild. Instead he 
wandered around aimlessly until a 
large worker called Stoke took his 
distaff from him to use as firewood! 

And worse still, because he was 
disguised as Rusty, he had been 
locked up in a small cell for a 
punishment for laziness. As the 
magical staff blazed away on the 
furnace. Bobbin could do no more 
than sit back and wait. 

Outside the city. Dame Hetchel 
sat, ruffling her feathers and shar- 
pening her beak. Ever since the 
village elders had turned her into a 
cygnet, she had watched over 
Bobbin wherever possible, but 
since he had entered the Forge she 
hadn't been able to follow. 

As she plumed herself , the smoke 
emerging from the chimneys of the 
city formed themselves Into a 
strange sign. Hetchel recognised 
Its meaning instantly the distaff 
was In danger. Ignoring any 
danger, she took to the skies then 
darted down one of the many 
ventilation shafts into the city. 
The sound of something being 

Eushed into his cell was enough to 
ring Bobbin out of his light 
slumber but when he saw what 
caused the noise he figured he was 
still dreaming. 

Picking up the distaff, he span the 
Draft of Opening on the door and 
ran outside. Avoiding the main 
entrance (Bobbin had resumed his 
own identity after losing the distaff 
and he didn't want to answer any 
questions) he ran down the first set 
of stairs he sow. 

The stairs led Into a large 
chamber where a solitary black- 
smith sharpened a sword. Bishop 

• Mandible was standing on the far 
side of the room, talking to another 
of the workers. Listening to his 
conversation Bobbin realised that 
the Bishop's plans were obviously 
more sinister than he had first 
suspected. Bobbin had to find a 
way to buy himself more time, so, 
raising the distaff, he reversed the 
Draft of Sharpening on the blade. 

Thinking he'd got away with it 
Bobbin turned to leove only to 
walk straight Into a couple of 
guards. "Take him to my trans- 
port," commanded the Bishop 
without even looking up. The only 
other time Bobbin had flown was 
when the dragon had mistaken him 
for o sheep, so he wasn't looking 
forward much to this particular 
journey, especially considering 
the destination. 

The flight was surprisingly 
smooth, but what really took 
Bobbin's breath away was the 
view of the tower. Only one word 
could adequately describe H ... evil. 
Gravestones littered the front lawn 
and an eerie green light shone 
from behind whoever designed 
this place certainly had a taste for 
the dead. 



Loom 

Bobbin wos 
imprisoned in 
what looked 
like the Bis- 
hop's private [ 
zoo. A jailer by > •■Jr 



Looking up, he quickly reversed 
the Opening Draft on the hole to 
stop the creature from following 



Bobbin wos ^^^m^^ 
imprisoned in 
what looked 

like the Bis- P^PV 
hop's private 
zoo. A jailer bv > 
the name of Cob 0.0 

side, grinning 
evilly as his 
master gave ' ■ _ 
the obligatory BL^^^J^ 
'conquering the ■ ^ 

world' speech. 

Bobbin figured that perhaps a 
show of force would moke him 



think twice so he spun the Opening 
Draft on the cage door. With a show 
of bravado. Bobbin stepped out of 



the cage only to have the distaff 
snatched from his grasp. Through 
heavon and high water. Bobbin 
had managed to hold onto that 
blastod stick, now twice in half an 
hour he'd managed to lose it. What 
would Dame Hetchel have said? 

As Mandible walked off with his 
prize. Cob stood guard over the 
door preventing Bobbin from stop- 
ping nis evil plans. With a sigh, he 
settled for examining the rest of the 
room . Another of the spheres stood 
atop a pedestal, but as he moved to 
study it. Cob interfered ... 

There is an old legend about the 
Weavers concerning their hoods 
and what lies beneath. Some say 
you see pure evil, some say you see 
everything in the universe comp- 
ressed into one space, the result of 
which leaves you stark raving 
mad. Nobody has ever really 
known the truth nobody except 
Cob that is. Despite Bobbin's warn- 
ings, the jailer lifted his hood and 
died a horrible death. Bobbin could 
feel no pity for him as he headed off 
to find Mandible. 

The Bishop stood on the edge of 
the parapet, ready to weave the 
Draft of Opening |on the graveyard. 
Thanks to the Bishop's own magi- 
cal power Ihe result was pretty 
devastating, despite oil of Bobbin's 
efforts to stop him. What emerged 
from the hole filled Bobbin with 
sheer terror. Although he'd never 
seen it before, he knew that this 
was the Chaos in the Great Loom, 
evil In a solid form. In a flash it 
disposed (horribly) of Bishop Man- 
dible before wondering off to see 
what other mayhem it could get up 
to. Bobbin quickly headed back 
inside. 

Consulting the third sphere 
revealed what looked like a tra- 
gedy for Dame Hetchel. Bobbin 
wos filled with rage: future or no 
future, he couldn't let this happen 
to Hetchel. Bobbin raced back out 
to the parapet. In his haste he had 
failed to notice that the caged beast 
had gotten free {probably due to 
the forco of Mandible's Opening 
Draft) and was sneaking up behind 
him. At the last moment Bobbin 
heard the creature's footsteps and 
spun around to confront it. Unfor- 
tunately he lost his balance and fell 

headlong over the edge. Into the 
mysterious void. 

Although he'd prepared himself 
for a sudden impoct with the 
ground. Bobbin surprisingly found 
himself floating In mid-air/void. 



him. Nearby, he could see another 
hole and through it he could just 
about make out the huddled form 
of Rusty. 

Floating through the hole, Bob- 
bin was horrified to see that his 
newly-found friend had been 
reduced to a pile of ashes. As his 
mind searched for an explanation, 
his hands wove the Healing Draft. 
Rusty's spirit started to rise from 
the burnt body and instantly laid 
into Bobbin with a torrent of verbal 
abuse. 

In an attempt to calm down his 
irate buddy. Bobbin finished the 
Healing Draft, restoring the lad to 
his former self. Rusty apologised 
for his outburst, thanked him for 
his new life and headed off to 
search for his Guild. Bobbin 
returned to the void and closed the 
hole. 

The next hole led to another 
scene of detestation. The Guild of 
Shepherds lay scattered all over 
their village, another testimony to 
the evil of chaos. Bobbin wasted no 
time in spinning the Healing Draft 
before heading back Into the void. 
Again he closed the hole behind 
him. Bobbin decided not to waste 
any more time, he had to save 
Dame Hetchel, so the next hole he 
came to wos closed instantly. 

Onwards he travelled until he 
came across a magical lake, with 
what appeared to be swans swim- 
ming in it. Could it bo? Wasthis what 
had happened to his village? 
Bobbin headed towards it asa very 
familiar looking swan swam up to 
meet him. The' swan introduced 
herself, causing a look of disbelief 
to spread across Bobbin's face. His 
MOTHER?? 

Bobbin looked closer and, to his 
astonishment, saw that it was true. 
Bobbin's mother explained the 
danger that faced Dame Hetchel 
and urged him to hurry. He quickly 
floated past the lake and through 
the final hole, back onto Loom 
Island. Hurrying towords the 
Great Loom, Bobbin imagined 
what sort of danger he wouldface. 
The test of his life. One wrong move 
and he would die. He tried to stop 
thinking about it and hurried into 
the Sanctuary. 

Thankfully, the Great Loom was 
still intact, which was more than 
could be said for Hetchel. Pitched in 
a bottle with Chaos did not suit her 
in her present form, but Bobbin 
tried his best to help her out. Every 
Time Chaos spun a draft on Hetchel, 
Bobbin would reverse it. 

This battle of Drafts went on until, 
In a final stroke, Chaos spun the 
draft of Unmaking on the helpless 
cygnet. Bobbin couldn't reverse it 
and was left holding nothing but a 
feather. He tried Healing it. Shap- 
ing it, even Opening it. Nothing 
worked. Hetchel was gone ana 
Chaos stood there laughing in 
victory. 

Her death 
won't be In vain 
thought As a 
final acl. Bobbin 



stepped up to 
the Great Loom 
and spun the 
Draft of Un- 
making onto 
the very device 
that he had 
been brought 
up to respect... 
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After a 
long 
enforced 
absence, 
Ciaran 
Brennan 
once 
again 
straps on 
his sea 
legs to 
bring you 
the 
benefit of 
an 

extensive 
know- 
ledge of 
Rainbird's 
Carrier 
Command, 
recently 
re-releas- 
ed on the 
Mirror 
Image 
label. 
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bove all, Carrier Com- 
mandisastrategy game - 
and as with most strategy 
games a good solid foundation is 
necessary if you're going to emerge 
victorious. 

Ajauick glance at the map reveals 
three distinct types of island: Red, 
Blue and Green. Blue islands are 
those that are initially under your 
control, while Red are hostile and 
Green are neutral. Your job is to hop 
from island to island building a 
supply network and ultimately wip- 
ing the opposition off the map. 

The first steps to building up a 
network are simple. Set your course 
for a nearby island (such as Byrne) 
and sail there. When you arrive, stop 
and go to Walrus control. Hereloada 
Walrus with full fuel and a Factory 
Automatic Command Centre Builder 
(ACCB). 

Set the Walrus on a course for the 
island, remembering to drop the 
ACCB as close to the centre as you 
can. Once this is done, retrieve the 
Walrus and set your Carrier'scourse 
tor another nearby island and carry 
out the same procedure, again 
making a factory island. 

When this is done, set about 
making the next five islands you 
capture defence islands. This is very 
important, although you won't rea- 
lise it until much later on in the game 
- the defence islands are situated 
here as your home island must be 
protected at all costs. 

One of the keys to winning the 
game is to capture the island of 
Fulcrum. Take a look at the radar 
map and home in on the island in the 
very centre where two grid lines 
cross. There you'll find both Fulcrum 
and a group of islands that form a ring 

around it. 

Although it doesn't become appa- 
rent until all of the supply lines 
appear on the map (an island's 
supply lines don't appear until either 
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you or the enemy has taken it), the 
islands in that ring interconnect and 
feed Fulcrum directly like the spokes 
of a wheel, making it one of the best 
defended and best supplied islands 
in the game: capture it and you're a 
big step closer to victory. 

Carry on capturing enemy islands 
in this fashion, whittling away at the 
network piece by piece. Don't worry 
if the enemy is beginning to get close 
to your home island , as your defence 
islands should hold him long enough 
for you to win the game. 

When you finally reach the enemy 
base, don't try to attack Omega as 
it's far too powerful. Go instead for 
the home island, using the same 
technique, but using your surface to 
surface missiles and Carrier laser to 
damage the island as much as you 

THE MANTA 
SHOWN (left) is 
equipped with 
laser, which 
lasts longer 
than the 
Assassin 
missiles, but is 
tar harder to 
use. 



possibly can before launching the 
fateful Mantas. 

DIVIDE AND CONQUER 

One skill that's vital for successful 
completion of the game is the ability 
to capture the enemy's Defence 
islands. These islands are instantly 
recognisable as they're equipped 
with a volcano-like structure, which 
is actually a massive hangar housing 
numerous enemy fighters. Their 
presence, and the fact that the island 
is bristling with ground-based 
defences, make these islands dif- 
ficult nuts to crack. 

There are many ways to attack 
these strongholds, with trial and 
error in the optional 'action game' 
the best way of finding your favorite. 
Here are a couple of ways to get you 
started... 

Sail the Carrier towards the island 
until its boundaries appear in your 
radar. Then, turn the Carrier until it's 
facing away from the island and 
reverse slowly, keeping an eye on 
the depth indicator so that you don't 
'ground' the ship. 

Before you get too close, go to 
'drone control' and deploy a com- 
plete set with drones at each comer. 
This may slow your progress down, 
but it also provides insurance 
against any early attack. 

When you're as close to the island 
as possible, go to Carrier Defence 
and launch a viewing drone. As soon 
as the Batcave' command centre 
comes into view, let it have it with a 
couple of missiles (you must be 
facing away from the island tor a 
drone to be effective, as both it and 
the missiles are launched from the 
rear of the Carrier). 
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Once the Balcave is destroyed, 
the island is knocked out and it's a 
simple matter to send a Walrus 
across to plant an ACCB. By the way. 
this is far easier said than done, but 
mastering the process is a good idea 
as it can come in handy later In the 
game proper. 

The second method of destroying 
the island once again involves 
knocking out the Batcave, but this 
time in a much more direct (and 
consequently more hazardous) fas- 
hion - the Kamikaze attack... 

Before reaching the island in 
question , load all of your Manias with 
a full complement of missiles (each 
Manta can hold seven: three in the 




nose and two on each wing). 

Then, when within range, stop the 
Carrier and launch the maximum of 
three Manias, setting them all for a 
course to points just outside the 
island's defence range. 

When all three have reached their 
destination, take manual control of 
the first and begin to circle the island , 
looking for the 8atcave. When 
you've found it. fly around to the side 
of the island that it's closest to - this 
way. when you attack you cut the 
amount of time that you're actually 
over the island to a minimum. 

Now, fly towards the Batcave at 
maximum speed (ignoring the atten- 
tions of the enemy which will 
undoubtedly come at you in force) 
and target the missile cursor on it. As 
soon as the cursor flashes let loose 
with a missile and continue to do this 
until you're either out of missiles, the 
Batcave is destroyed or you ve been 
shot down. 

If the latter occurs, simply take 
control of the next aircraft and repeat 
the process until either the job is 
done or you're out of equipment. 
Remember that Mantas are remote- 
controlled and relatively easy to 
replace, so don't worry too much 
about losing a couple of them. 



A MANTA 

RETURNS - 
make sure to 
gel 11 below 
deck as quickly 
as possible. 
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THE LONG ARM 
OF THE LAW 

ne tactic which takes a lot of mastering, but 
is very effective if you're willing to put the 
time in is the long-range attack, using either 
a group of Mantas or a combination of Mantas and 
Walruses. 

The idea here is simple. Load two Mantas with the 
full complement of missiles and another with a Long 
Range Communications Pod and two missiles (the 
LRCP in the nose and a missile on each wing). 

The LRCP allows the Mantas to fty far beyond the 
scope of the Carrier, so choose your target carefulfy 
(an island about halfway along the enemy's red 
supply line is a good bet, as taking this out can slow his 
progress considerably) and set your Mantas for a 
point just off its coast. Remember to adjust the speed 
to medium and the altitude to low when setting the 
automatic pilot as this increases the Mantas' range 
considerably. 

Now launch all three Mantas in quick succession 
and carry on with the rest of your game - you'll be 
informed by a text message when the squadron 
reaches its destination. At this point stop whatever 
you're doing (if convenient) and switch to manual 
control of one of the two heavily-armoured Mantas 
and carry out a Kamikaze attack as normal. 

When the Batcave has been destroyed, ditch the 
remaining Mantas (as they'll usually have too little 
fuel to get back to the Carrier) and get back to what 
you were doing. 

A similar tactic can be used to take command of 
Neutral islands by sending a combination of Mantas 
and Walruses, but this needs more attention as the 
aircraft move much faster than their water-based 
counterparts. 

These manoeuvres are well worth getting the hang 
of, as they allow your resource network to expand far 
more rapidly than if you only used the Carrier. They 
also allow you to work out variations of your own (such 
as sending a squadron of Mantas to land on and 
protect a vulnerable island such as Fulcrum) . Another 
advantage of using these methods is that they give 
the player something to concentrate on during those 
long trips between islands. 






he response to last 
month's plea for help 
has been pretty fair, but 



we still need more people 
willing to do their country a 
service. The following 
contacts have bravely put 
their lives on the line and are 
willing to help you out with all 
sorts of problems... 

Name: PHILIP M.C. SMITH 
Address: 8 PARKFIELD 
MENSTON 
ILKLEY 

WEST YORKSHIRE 
LS29 6LP 

Telephone: (0943) 871010 
Times: Sensible hours only. 

Games: Badlands; Cadaver; Captive; Continental 
Circus; Corporation; Damocles; Debut; 
Dragon's Lair 2: Time Warp; F-19 Stealth 
Fighter; Flood; Golden Axe; Hard Drivin'; 
Hard Drivin" 2; Italy 1990; Karateka; Kick 
Off 2; King's Quests 1 , 2, 3 & 4; 
Leisure Suit Larry 1, 2 & 3; Life and Death; Lotus 
Esprit Turbo Challenge; MiG-29 
Fulcrum; Monty Python's Flying Circus; 
Operation Harrier;Pang; Police Quests 1 & 3, 
Populous; Powermonger; Quest For Glory 
(formerly Hero's Quest); Rick Dangerous 1 & 
2; RoboCop 2; Rotox; Saint Dragon; Sim City; 
Space Quests 1, 2 & 3; Speedball 2; 
Spindizzy Worlds 2; The Spy Who Loved Me; 
Strider 2; Stunt Car Racer; Super Cars; 
Teenage Mutant Hero Turtles; Terramex; The 
Immortal; Torvak The Warrior; Turrican; 
Venus The Flytrap; Xenon; Xenon 2; X-Out; 
Zany Golf. 

Notes: Would like help on B.A.T. 
Name: ZANY BEN 

Address: 112 CONN1NGTON CRESCENT 

CHINGFORD 

E4 6 LA 

Telephone: (081)529 1786 
Times: Until 7.00pm only. 

Games: Altered Beast; Barbarian; Batman The 
Caped 

Crusader; Black Tiger; Captain Blood; Chaos 
Strikes Back; Colorado; Double Dragon 1 & 2; 
Dragon's Breath; Dragon's Lair 2; Time Warp; 
Dungeon Master; Exolon; Ghosts 'n' Goblins; 
Ghouls 'n' Ghosts; Golden Axe; Gold Of The 
Aztecs; Guardian Angel; Ivanhoe; Last Ninja 
II; Menace; Midnight Resistance; Nebulus; 
Night Hunter; Ninja Spirit; Obliterator; 
Operation Thunderbolt; RoboCop; RoboCop 2; 
Shadow Warriors; Sly Spy Secret Agent; 
Soldier Of Light; Speedball 2; Starblade; 
The Sword And The Rose; Xenon 2. 
Notes: Needs help with the crocodile on Level 3 
of The Last Ninja II. 



Name: ADIL CHAUDRY 
Address: 296 GREEN STREET 
UPTON PARK 
LONDON 
E7 8LF 

Telephone: (081) 470 8580 

Times: 5.00pm - 10.00pm weekdays, all day 

weekends. 

Games: Batman The Caped Crusader; Batman 
The Movie; 

Beach Volley; Bermuda Project; Chase HQ; 
Chase HQ 2; Continental Circus; Daley 
Thompson's Olympic Challenge; Double Dragon; 
Double Dragon II; Escape From Colditz; 
Future Wars; Golden Axe; Indiana Jones The 
Graphic Adventure; It Came From The Desert; 
Leisure Suit Larry; Lemmings; Lotus Esprit 
Turbo Challenge; Maniac Mansion; Midnight 
Resistance; Midwinter; Monty Python's Flying 
Circus; Murder; New Zealand Story; Ninja 
Warriors; Operation Stealth; Police Quest; 
Rainbow Islands; RoboCop; Shadow Warriors; 
Supercars; Xenon 2; Zak McKracken. 

Name: SEAMUS SLATER 
Address: 'CAPRI' 
GEORGE STREET 
SHOEBURYNESS 
ESSEX 
SS3 9AB 

Telephone: (0702) 294383 
Times: 6.00pm - 9.00pm weekdays 

Games: Corporation; Killing Game Show; 
Operation 

Stealth; Shadow Of The Beast 1 & 2; plus 
loads of cheats for loads of games and any 
technical problems with the Amiga. 
Notes: Ask for SHAY-MUS not SEE-MUS. 
Enclose SAE for written hints. When Seamus 
completed The 

Killing Game Show he telephoned Martyn 
Chudley (the programmer) and discovered that 
his score was higher than any of the 
Psygnosis' team. 

Name: STUART GIBUN 

Address: 3 HARRISON WALK 

CHESHUNT 

HERTS. 

ENS 8PT 

• ARE YOU ONE OF THOSE PEOPLE that can 
complete a game just by looking at the box on the 
shelf? Does the list of games you've clocked 
make War and Peace look like an NHS 
pamphlet? Are you willing to offer your vast 
gameplaying knowledge to the rest of mankind? If 
so, we want to hear from you. If you don't mind 
gamesplayers writing and phoning at all hours of 
the night, asking how you find the Mystic Sword 
of Zu to drop the space-platypus on level five, 
and if you want to see your name in print then 
you MUST send us a list of your conquests, along 
with your name, address, telephone number and 
computer. Tell us when the best times to call you 
are and any other special requirements you have 
and we will set you up as a lifeline to the world, in 
return for which you will receive a tree piece of 
software of our choice, Send all the details to 
Contacts, The One Magazine, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 
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INDY HEAT'" is fast and furious racing action where a decidedly mean 
streak may just keep you out in front. 

With the money you win, plan your attack for ten different circuits - 
do you play safe with better brakes or go for it with more engine 
power? Do you boost your turbo or your crew ? - 
the decision is yours. 

With a combination of skill, nerve and a few dirty tricks 
(like running over other teams' pit crews!) maybe you could end up 
being showered with champagne ^ 
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COB^TIONMaSONOtSH "J* -'SS 

DAMOCLES — --■ 

OAMOCtES MISSION Dit" ' 

llAUCC.FBMlSiiONOISK? 

CASBCJOTi'HF BOAT -5UB SIM) . 
OfcADllNE IBUOIETI ■ 

Df AIM 'BAP 

DtFEHOEB Of T»E C«OV«N 

DEJAVU 

DEJAVU3 

DcLLifE MJSC CCKS'R SET , 

OtLUXE PAINT — 

DElUKEPAiriTS __ 

OfMCCAP 

DEUTEflOS 

OShfy ANWTIC*. STUDIO 

ORAGOMWAM — — 

DBAOONS IAIB t" ML-Gl 

DRAGONSLAIBrOSORWEl - 

DfUGOHS LA« 1 (OS DBtVti) 

HWHOIEM 

DUK3EO"" MASTER 

DUNGEON MASTER (I MEG I 
DUNGEON MASTER ID'TOR 

D'NAST* WAPS .. 

f MOTION i— i — ' 

EA5TV5WEST 

ICO PHAVTOVS . — 

ELVIRA MISTRESS OF THE DAP« 
eivmA misiress of dark (i megi 30 « 

ENCt-Af4TER{BU00CT) ■« 

EPIC ,. ill 

ESCAPE FROM SINGES CASUE 
ESWATiD'S obive;. 
EUROPEAN SJPER LEAGUE 

EVE OF THE BEHOlDER iSSn |1 MEH 

USSTRWt EAGLE 

t'b STRIKE EAG'-E 2 

F'6 FALCON -j« - 

<■''. FALCON M&SIQN0I5* ' 
F 16 PAtCO'f MISSION OISKJ 
(I* INTERCEPTOR 

F19 STE*LTH FljH'ER 

RIIAL A'O" - 

FAST BBEAJJJB*6"T: Tfl Al » i 

._LORDS . - 

A.NJ EWtVS-ONE 
S5-*ffsm iMiSCROlLSi 



ELS IS Q(.* 



AMIGA ST 



AMIGA $ 



UnriDVHAMiTEDtH. NINJA 



EIST5 0 

HMM 

FLAM 
f.GHT 
FLOMT 

roOLS 
FUf* 

FUN 

rSBURQ (ARCl IDS OFOVEI 

'SBURG'SS'' - 

ilCVJOCOMPILEFl 

KCV30 INTERPRETER 
KHAAM — 



!«E NTRUOEH 

ATORJ ™- 

Isms 



»*9. 

...TA» 
11 *B 
MM 
710 
19M 

. 79i 
BS»9 
1609 

. »» 
.S*9 



IOFTM 

I AXE 
=r:i cm 



•ECSiD^DBIVEl 



HARD I 

HAF 



JRUANSI 

if THEVEB< 
&T 



1609 



JC 49 

7 49 
1J49 
15 99 

-7.W 

<gn 

IS49 

M N 

IS 49 
1399 

. 788 

•699 

...141 
■6 89 



IS 1577 

POWEBMONOER OA'A OiSK 1 (D'S| . .nM 
POrttRWW-5 BiAWPlAN a LUS 
iPREADSHFE'. *N0 1 WIRES J 

* NFO'lLE DATABASE! 

PREDATOR 3 ,69S 

PRESOSME.EC'lSSIl 

PHINCE Of PERSIA JMJ 

o«0 TENSrS TOUR 1 -MM 

POOPHECV VKIMO CHU -v 

i*ro-{«-v.i_inr.pRC.;i 
POBLSHCRSCXllCEDTPdMtGl 5999 

PURPLE SATURN 3AV - 

QUEST FORGLORV I' MEGi iSlEBBAi 35*9 
OUEST FOR GLOR* 3 |1 MBOJ, »*• 



B ID'S DRlVEl 

<T (GfiEMuWi — 

ETBUJCB -"-a- 

I GUIDE ■B'.iDGET l 
.JCOLLECtOHiD'Si 

10 HUNX (INF00OMJ-. 

i AOX^NTS^iDlGfTAJ 



. (I MEG) (03 DFBVE) 

^ocow v;i»5 

I THE DESERT fi MEGI 10M 
I OfF ROAD RACER 'BM 

1G0LF -j-., 

LI COOBBfS 

! f.T CC-JRSES ..10 4» 



'49 

■?99 



OUESTRO" 1 iSSll 
R-TtPE 

RAILROAD TYCOON , , 

RAlltBOW ISLAND 

RCK DANGEROUS. 

fllCKDA , C(BO'JS3 
RCAC1AR E'JRCPA i5SI( 
ROBOCOP — 

(tOBOCOP 3 <DiS DRIVEt 

ROCKET RANGER 

ROOUF TROCER 
HORDE'S DRIFT 

RU6ICON . . 

S TUN RUNNER 



__ **9 

,_...U«9 . 

..7«» 
'890 



>5»9 

.599 



19*9 



' r, an 



I w 



1999 

10.99 



is*a 
<999 

M.4J 

15.49 

B 4» 



■s pom . 

SUBLCOI 

. JAPAN I 
iE H R t Li C 

«AC I ■ 



:i!UBiOGC|. 
'READSHEETl 



6'» 



I C*F 

: OFF 1 IDS DRIVE 
OTfHUtVM 

W* I GIANTS O'E 

: J RETURN TOE 

iOPF3-WNN'«Tr 
1L0VES 

i CLOUD lOS DRiVEl 
i GAME ■HQ* 
uvcflD5?ciV(pnD;fS5 
iQUE5T4UMEG , i «W 
;OUE5T4(SIERRAHD'51 

_ , OF LEGEND 

KUL' 
LAN 
LAS 
'.lA*-< 
'.EATilE 
Lf.iFND 

lesl.be 

LEMM 

UHANO 

lneoffoe 
loubaro r 

(COM , 

LOOM IDS OniVE! , 
ttiIri 



14« 

„_„ui.. - 699 

1S«9 

(Ml 10 49 
OPEtO* '99 
OPE (DAn 7 99 
ids) . a n 

. 10 40 . 

....BM . 
. 'SW 

M*4 



■49 



i LEVEL 91 — ■« 

AD — . — 

Of ESSES ! BUDGE 
0DESSES UNFOCOt 
HE SWORD 

LARRY <.9t3t* 



>RI.L. 



16*9 
9 49 

11 99 



■B99 



»99 

IT.*9 

;■»» 



.17.49 . 
14 40 



699 



10 49 . 
■■ 4'? 



9 49 



BAB 



'8 49 



l nIUS{S"R"TURBOV"".^ r "it 

ll'r'nghohror h 
mi tank Platoon 
mean streets im diwi| 

ME GAT R AV ELLEfl 1 

MENACE 

MERCENARY 

MERCHANT COLONY 

Lit *AL MASTERS 

MlCROPROSE SOCCER 

MIDNIGHT RESISTANCE 

MO 39 FULCRUM - 

L*-r,S!tP PACK 1 ISHA&WJ C* 
BEAST irtfESTATON. NIT~~' 
UCJTY PYTVON5 FLYING 

MURDER VD-S DRIVE) 

MYSTICAL ID'S DRIVEl 

NARC ID'S DRIVEN 
HAW '9fta-7S 

NAVY - .v _ .- 
NEBULUS ! 
fiEVEB UH0 
NOELHAN3EUI 

NOTTl|>Fffi: 

fDS (WITH T*4WTV 3<-99 

JPE ELATION "ABRIER D ? DRIVE) --jj • 

OPERATION SIEA4.TH (OS DBIVEi '6 99 

ClVfRRUN.i MtCi. ' * 

PAINTWORKS (ART PAC^AGE1 

RANG ~— afl 

"AN2* nCM BOAING '*» 

PAWN iM-SCROtiS* 

PGA GOLF TOUR . ... -. - 55 

PHOTON RWMT - *2 

PIRATES - 

'PLANETFALL (BUDGET) . 9*9 

PLAYER MANAOER " 

POLICE 0UEET J (i MEG i iSIERRA: !5 *9 

POLICE CVEST J iS'ERRA' :D Si 

POOL OF RADIANCE >> MEGhS3l| 1999 

POPULOUS PRCM l SE D LANDS 94J 

-OY.ERl,PiC'UL5EH0 TURR'CAN . Ou . 

ALTERED BEAST PAINOOT. 'SLANDSl 19.90 . 
r-CWE-ORIF-- 

POWtBDnO-AE — J™ 

RL>«ERMO--3ERi^S0RlVEl . -1699 



i5W 
16 99 

14 99 

8EASTALKER (INFOCOVI 'OM 

SECRET Of MDN"E* ISLAND ^699 

MADOW C* THE BEAST (D* DRIVE) -7 9B 
ShADCW VVAFMOM — .» 

5HADCWGATE 

SHERMAN Ma ■rswatflW' 

SIERRA TR F'LE PACK ICOLCNELS 
eCOUEST. COVXIE5T5 Of CAMELOT 

CODESAWE iCEMAMt'MEGi 

U49 SilEnTSERViCEiSUBSIMI . 
17*9 SILKWORM 

SlM ClTY TERBAP* EDiTOR . '049 

SKUU AND CRCSSBONES ...-17AB 

S'YCHASE < 

8KYFOX "H" 

SORCERER :e>lDG£T| 

SORCERER (iNfOCOMI — 

"ARR ERJ j— _?r 

est 3 is»eWnrWr^v. « * 

iSM SPEEDBWW- »■-»" 

SPFEC6ALL 1 

SPINOBZY! _„..™..~.ijj32« 

.... 5P*WT OE EACAUBUR ..- 'S?! 1 ' 

«H SPY WHO LOVED ME - >■** 

3 40 STAR RAY -— - flaii i 

0 4» STARCROSS.lN»0eOW — J*" ■ 

7.99 STARfLOHT 'J-S" 

7 90 STAROLIDER 3 — 

6<9 STATIONFALl (INFOCOM) .y. 

STORM ACROSS E JHDPEISSII '9*9 
B » STUNT CAR RACER 

T 49 SUPER CAM I 1699 

SUPER GRIDRUNNER — - 

S>EP MONACO GRAND RRK ■'«» 

»4 SJ J E n 6A5E PERSONAL! ;D*T ABASE' 71 O 

Is 49 SUPERFLAN [I ME»»P«AD58EETi V A9 
9 99 SUPREMACY Jt" 

,599 SWITCHBLADE? •» 

&WW . i ...... 17.99 . 

949 SWORO Of SOOATI J" 

TEAM SUZUKI - '899 

^SfANTHEROTUR.L£Sa^ 9 59|: 

16 99 teenage queen (strip poker i «.*» 

testdrive; •««-."" 

the lost path ol __-.,!*« 

T*'EME FAR» M'?Tf RV 5*9 

*r-DtE STOOGES (CINEMAWARE) *» 

^"UNP.ERBl RDB -A" 

THUNDE BS T BI* E „ 

TIMES OF LORE - >» 

TOW - [*B , 

TOURNAMENT OOLF 1699 

TOWER C* BABEL ...... - 

TOYOIA CELCA GI RAUV '« » 

TRIAD VOL 3 (MENACE BAAL. TETRlS) 7 99 
TRIAD VOL i (5PEEC9ALL. B.OOD 
MONEY ROCKET RANGEBl U.« 

uTY.iNrocow ■ 

TURBO CUP (WITH CAJti . I.-.. 

TURS&LVfR GRAfWCS.ANIMA'ON 111 49 
■_:-,Rir'N3 ■ ■«••» 

IB HI CAN ? 



is onrvEi 



94i 

11*9 



TV SPORTS 
rVpHOON Df 

UL'IUAS 

ULTIMATE R:OE 
UNf»ERSAiMli..T. 

UVS i C'VII WAR 
UU5 i VIETNAM 
UNINVITED ... 

UNTOUCHAOL 

VIRUS 

W 

VOYAGER .. 

WAR GAME C 

WABKAD — 

WARLORDS 0 MEG 

WElLTRIS 

WHEELS OF FIRE 
A'WtSi' Mt3.|Ci 
WNNINGTEAW 
WIPE OUT 

wAhmhocr 

wolf pack 

wol'pack 11 me 

AONDERLAND i i 

\vcrkbf**ch i 1 
wrath of t«e 0 
iencwor rh 
ienovqrph 
xenon j. meg 

,;ui_i; 

ZOUT . 
ICRK 1 ONFOCOM 
reax: 

ZOR* i1 IN' 

ZOR«fl<BUD 



LL-:iNtVAI*'*Rts 1199. 

1999 

ll.t«. 

'5 99 

>M 2 (T MEG) 30*9 



I SET 



599 



M&SCROLLS) 




9 49 



■ 



Nintendo Gameboy 

Official UK Vwiton. Free Shock*aie holslets & membership. 




'-99 

U M 

1598 
16 eo 



Gameboy . Tetris, two player lead, 
stereo headphones and batteries 

• FREE Special Reserve membership 

• FREE Shockwam Gameboy holsters 

Gameboy Software etc 



71.99 



; more SOON) 



16 49 

lb 4^ 



ALLEYWAY 

BALLOON KiD . 

DOUBLE ORAGON . 
GARiiOYLES QUEST 

GOLF 

KMC* THE ZOO Ifl.49 

KWIRK 1649 

Ott _..16.49 

REVENGE OF GATOR ..16.49 



SOLAR STRIKER 16.49 

SPIDERMAN 1649 

-...16.49 SUPER MARIO LAND .16 49 

...16.49 TENNIS 1649 

. ..16.49 WIZARDS AND 

WARRIORS „ 16.49 

SHOCKWARE GAMEBOY 
HOLSTERS . BELT 7.99 



Sega Megadrive 



Official UK Version. Free exlrn Joyped and membership. 



U 49 

' 1 «9 




Megadrive * Altered Boast * Joypad 4QQ QO 

* FREE extra TURBO Joypad ' 

+ FREE Special Reserve membership 




!7:-W#hS 



Atari Lynx 



Official UK Version. Fre* Special Reserve membership. 




Lynx * mains powerpack (essential) ^ y Q QQ 



• multi-player lead & Catllornia Games 
+ FREE Special Reserve membership 



Lynx Software 



ip barrage ;:*d 
72Q DEGREFS 27 49. 

APB 27 49 

BASKETBRAWl 27.49 

BLOCK OUT ...... J? 49 

BLUE LIGHTNING 21 99 

CHEQUERED FLAG _ 27*9 

CHIPS CHALLENGE 21.90 

ELECTRO COP 21.99 

GATES Of ZENDLXON ?i •>:■ 

GAUNTLET 3 .27.49 

GHrD RUNNER 27.49 

KLAX 27.49 

LYNX CASINO 27.49 

MB p AC MAN 27 49 

NFl SUPER -BOWL 27*9 

PACLANO — , 27 49 

PAPERBOY 27 49 



PHBALL SHUFFLE . 
RAMPAGE 

rqao blasters . .. 
robo squash 

RYOAR .,_„.. ,. 

STUN RUNNER 

SCRAPYARD DOG 

SHAf*GHAI 

SI. WE WORLD ..... 

TOURNAMENT 

CYBERBAU 

TURBO SUB 

VIKDICATORS 

WAH8IR05 _ 

world cup soccer 

■EMiPHDBE 

XYBOTS 

.••MOM VbHCEMRV 



.27 49 
27.49 
.23 99 

27 W 

.27.49 
27 49 
. 27.49 



27 49 

.27.49 
27 4B 
.27.49 
.27 49 
27 49 
27 49 



SPECIAL RESERVE CLUB BENEFITS INCLUDE: 

NRG (Energy magazine) News, Reviews and 
Graphics. Screen shots, pack shots, charts, latest 
Giga-Savers. Game reviews in every issue. Night 
City Cybertoon and the kill-or-die adventures ot the 
Cyberpunk NRG street gang - It's Cyber-fantastic! 
NRG - bi-monthly to all Special Reserve members. 

• RdlMw Schedule*, sent bi-monthly with updated 
catalogue information. 

• Sales hotline, to 8pm weekdays. 5-30pm 
Saturdays and 5pm Sundays. 0279 600204 

• Feat deapatch of stock items individually 
wrapped . 

• Written conflrmatlona {receipts) sent when we 
receive each order. 

■ Catalogue, Membership Card & Folder (or NRG 

■ Refunds or change ot order on request if delayed. 

■ Wo Obllgetlon to buy We do not require a signed 
contract, nor is there any age requirement. With 
Special Reserve there are no hidden costs. 



ANNUAL UK MEMBERSHIP 

UK £6.00 EEC £8.00 WORLD £10.00 



£6.00 



Commodore Amiga 



ATARI LYNX CASE FOR LYNX. ACCESSORIES 5 GAMES 16-99 



Software 



A t T£R8URNER 2 2799 

ALEX KIDD IN THE 

ENCHANTED CASTLE 24 49 

ARNOLD PALMER GOLF .27.99 

ARROW FLASH 27S9 

BATTLE SQUADRON 31.99 

BUDOKAN 3199 

COLUMNS 24.49 

CRACK DGW'i tfM 

CYBERBALl 27.99 

DO* TRACY 3199 

DYNAMITE DUKE- 27.99 

ESWAT 27.99 

'CROC HEN WORLDS 27.09 

GAIN GROUND 2729 

GHOSTBLISTERS - 2799 

GHOULS N GHOSTS 35.99 

GOLDEN AXE 2799 

HERTOtiZWEi 2799 

tSHlOO 26 48 

JB DOUGLAS SOXING .. 2799 

JAMES RONO _ 31.99 

JOHN MADDENS FOOTBALL 3199 
LAS1 a ATTIC 2733 



MICKEY MOUSE . 

MOONWALKER 

MYSTIC DEFENDER - 

PGA GOLF TOUR 

PHANTASY STAR 2 

POPULOUS 

RAMBQ3 

REVENGE OF SHINOBI 

SHADOW DANCER 

SPACE HARRIER 2 ..... 

STRIDER... 

super hang on 

super league baseball 
Super monaco gprix , 
super real basketball 
super thunde rbi aoe . . 

.sword of 5coan 

sword of vermillion ... 
thundepforce 2 

TRUXTON ____ 

TWiNHAW* _ 

WDflLO CUP ITALIA 90 

ZANY GOLF 

AX)M 



31 99 
27 99 
97 B8 
31.99 
46 99 
31.99 
24 49 
27.99 
27 99 
2' 99 
35.99 

77 l W 

27.99 
27 99 

27 99 
ft ■>( 

35.S9 
27 99 
27 99 



POWER BASE CONVEH1ER 'Ru-b Uatwr BMM Gamei) . 

njfBO <FA5T FIREj XIYPAD 

SEGA MEGADRIVE ARCADE POWER STICK 

CHAW EX^tORER JOYSTICK . 



In 5tock at time ol publication. 



C" Commodore 




Amiga 500Screen Gems Pack 

COMPUTER WITH MOUSE. TV MODULATOR. BACK TO 
THE FUTURE 2. DAYS OF THUNDER. BEAST 7. DELUXE 
PAINT 2 & NIGHT BREED. 

Amiga Peripherals 

PHILIPS B833 ARTIST COLOUR STEREO MONITOR 269 99 

AMIGA A590 20 MEG HARD DRIVE (AUTOBOOT WITH 
KICKSTART, SOCKETS FOR 2 MEG OF RAM. 

SCSI INTERFACE FOR PERIPHERALS CONNECTION) 269 99 

CUMANA EXTERNAL 3.5" 8B0K DISK DRIVE 79 99 

AMIGA A501 512K RAM UPGRADE TO 1 MEG 

(GENUINE COMMODORE fTEM WITH CLOCK) 44.99 

ZVDEC 512K RAM UPGRADE TO 1 MEG WITH CLOCK 34.B9 

MARSHA MOUSE. BRACKET AND MAT (AMIGA OR ST) . .24.99 

COVER FOR AMIGA _ 3 99 

COVER FOR MONITOR „ . '. . 5 99 

KIND WORDS 2 (WORD PROCESSOR) 19 99 

POWERWORKS SUITE INCLUDING KIND WORDS 2 WORD 

PROCESSOR. MA XI PLAN PLUS SPREADSHEET, 

INFOF1LE DATABASE AND MAIL MERGE -..36 49 



Disks 'n bits 



Joysticks, Mice etc. 



!S3 

M ,J 

m M 

■ ■ ig.Ml 

* >J 

iM.19.9M 

• ■ JM 

m J 

I ig.aal 

Ltt .A 

M. 19 994 




\Back Row (left to tight) 

I OuKkjoy Supercharger (SI, AMIGA ETC) 10.99 

Oukkjoy Jet Fighter (ST, AMIGA ETC) ,„., f3.99 

Quiek/oy Soperboard (ST, AMIGA ETC) f 7.99 

QuickloyMS IS Pin Joystick lor IBM PC 15.99 

Quirtsfiof Warrior 15 Pin Analogue tor IBM PC 12.99 

Fronf Row 

Competition Pro 5000 Mean Green „ 10.99 

Conpetihon Pro Extra Glo Red 13.49 

Ntksrm Mouse and Mot For Amiga or ST 24.99 

\Competltlon Pro Extra Glo Green _ fj.49 

[Competition Pro Extra Clear Autotue 13.49 



UK P ostage Included. EEC add 10%, World add 25%. 
Amiga ST Joysticks etc. not shown. 

COMPETITION PRO MM BLACK 10 99 

coMPeTmoN pro sow red white 999 

COMPE TITON PRO 5000 WHITE _ m 99 

COMPETITION PRO EXTRA COMBAT ijw 

CONTRIVER &)i?3A ATARI ST MOUSE _ 2999 

eoRCMAx cogha joystick ... \wm 

OUiCKjOV INFRA- RED JOYSTICK 34 99 

MOUSE MAT (QUALITY SOFT MAT) hi, . ,, , , . ... ., 3 99 

POPULCUS.*ALCON LEAO (NULL MODEM CABLE 1 7.99 

FOUR PLAYER AMfGA ATARI ST JOYSTICK ADAPTOR 
(FOR KICK C#F 2. LEATHERNECKS GAUNTLET 2 AND 
TV SPORTS BASKETBALL FITS PRINTER PORT) _ 7 99 

IBM PC Joysticks etc. not shown. 

COMPEnriONPROPCSTYLE9PW(iaM) , 1349 

DYNAMICS IBM GAMES CARD WITH TWIN 

JOYSTICK PORT INTF RFACE (9 PW) , . 1999 

DYNAMICS PC STARTER PACK (GAMES CARD. 
COMPETUCiN PRO JOYSTICK. ROBOCOP BASEBALL 

VICTORY ROAD WVE4LL) 3g h 

EUROMAX IBM ANAlC'GUt 303" !"5 PlNi JOYSTICK 1099 
OUICKSHOTOS-120 DELUXE IBM GAMES CARD WITH 

TWtf JOYSTICK PORT INTERFACE US PIN) _ 1499 

CONTRIVER MOLT I OPI MOUSE. MAT, H ALDER AND SOFTWARE 26 99 
SOUND BLASTER IBM STEREO MUSC VOICESOUNO BOARD ..119.99 
SOUND BLASTER BOARD - JOYSTICK • TWO SPEAKERS 119 99 




50 
SONY 

3.5"DS/DD 
DISKS + LABEL 

£21.99 



3.5" SONY DS. DD DISK PLUS LABEL 59p each 

3.5" SONY HIGH DENSITY DISK (1.4 MB) 1.29 

PLASIC STORAGE SOX, HOLDS TEN 3J" DISKS 1.50 

10 PACK TDK 48 TPI S.25" DS'DD 0ISK5 (360K) 6.98 

10 PACK TDK 96 TPI 5.25" DS 'DD DISKS (720K) 8.99 

10 PACK TDK HD 5.25" DISKS (1.4 MB) _ 9 99 

3" MAXELL CF2 DISK . LABEL FOR PCW . 1.99 

3.5" DISK HEAD CLEANER —.._„„.„ 2.99 

DISK BOX 3.5" (100 CAP) DIVIDERS, LOCKABLE .„ 9.99 

DISK BOX 3.5" (00 CAP) DIVIDERS, LOCKABLE 0.49 

DISK BOX 3.5" (40 CAP) DIVIDERS, LOCKABLE 6.99 




AMERICA'S 
TOP SECRET 
WEAPON 

Super-charged super-fighters who 
risk all defending America against 
the world's deadliest forces. 
A combat unit of indomitable 
strength and courage. 
A rescue team of unparalleled 
skill and daring. 

THE BEST OF THE BEST 





T 




3T- 




mm 




ORION PICTURES CORP. 
G COPYRIGHT 1990 






NEWS 




MARCH 1 992 

1 NE GRAND PRIX 

MicroProse 

2 T WWF 

WRESTLEMANIA 

Ocean 

3 ▲ BIRDS OF PREY 

Electronic Arts 

4 NE FIRST DIVISION 

MANAGER 

Code Masters 

5 ▼ ROBOCOP3 

Ocean 

6 NE SCOOBYDOOAND 

SCRAPPY DOO 

Hitec Software 

7 ▼ ROBOCOD 

Millennium 

8 NE POPULOUS II 

Electronic Arts 

9 T JIMMY WHITE'S 

WHIRLWIND 
SNOOKER 

Core 

10 NE RICK DANGEROUS 

Kixx 



2 YEARS AGO 



ANT ATTACK 



1 


NE 


FIGHTER BOMBER 






Achvision 


2 


T 


FUTURE WARS: TIME TRAVELLER 






Palace 


3 


T 


KICK OFF: EXTRA TIME 






Anco 


4 


A 


SIM CITY 






Infogrames 


5 


A 


OPERATION THUNDERBOLT 






Ocean 


6 


RE 


KICK OFF 






Anco 


7 


A 


IT CAME FROM THE DESERT 






Gnemawore 


8 


NE 


THE NINJA WARRIORS 






Virgin 


9 


T 


CHASE HO 






Ocean 


10 


NE 


GHOULS *N' GHOSTS 






US Gold 



FASCINATED BY THE EXPLOITS of 
(hose busy social insects, Maxis is 
currently constructing an Electronic 
Ant Colony for your Amiga. 

SimAnt. the latest simulation game 
from the creators of SimCity and 
SitnEarth (of course!), puts you in 
command of a common or garden ant 
colony, out to raid some goodies from a 
nearby house. In this campaign, you 
directly control one ant and supervise up 
to 1,500 black worker and soldier ants. 





Apart from 
avoiding 
nasty 
predators 
and rival red 
ant colonies, 
you must 
also gather 
food, dig newl 
tunnels, care 
for the eggs, 
and so on. 

"SimAnt is an apology for SimEarth," 
explains Jeff Braun of Maxis, "We're 
reducing the complexity of the simulation 
so that players will be able to easily 
manipulate it. We want to add more game 
elements and make it fun." 

Bringing an educational aspect to the 
game, Harvard University biologists Bert 
Holldobler and Edward Wilson have 
supplied accurate scientific information 
on ant behaviour. Ocean has the European 
rights to SimAnt and should be releasing 
it later this year. 



HIGH HOOH 



ONE OF THE BIGGEST SMASH 
HITS in the arcades last year was 
the laserdisc shoot 'em-up Mad Dog 
McGee, licensed in Europe by Atari 
Games. Influenced by this and the 
spaghetti western films starring 
Clint Eastwood, On-Line 
Entertainment is attempting to bring 
cowboy capers to the CDTV. 

Town With No Name is the brainchild 
of Fergus McNeill, the creative force 
behind Psycho Killer and Bored of the 
Rings. According to him. the whole 
project started when he saw a friend 
wearing a pair of cowboy boots! "He 
looked so comical," comments McNeill, 
"My mind was turned towards the 




whole 
genre of 
Spaghetti 
Westerns. 
It was 
begging 

for me to do something with it." 

On-Line Entertainment describes the 
game as a 'vast interactive feature film', 
with you playing the lead role. The game 
is a strange blend of digitised graphics, 
rotoscoped animation and 3D scenery. "I 
guess the aerial and crane shots of the 
town are my favourite sequences," 
McNeill reveals. "It gives the impression 
that you're flying around like some 
hopeful vulture." 



\ 
to' 





EVIL EB 

510*000 REWARD 
DEAD OR ALIVE 



14. 
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A-l-R'B<LhS 





...has landed. 



developed in cooperation with 

© Lufthansa and Deutsche Airbus 
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VIDEOKID 

Another blockbuster video bursts onto your screen and 
you're thinking to yourself, what can that guy do that I 
can't? The room spins, you feel invincible and .... 
CRASH!.... 

„, You're battling with an evil wizard in a far off 
medieval world, you have but one mission to travel 
through 5 time spheres and 20 bottle planes out of your 
video?. 



Available on Atari ST/STS & Amiga 




HARLEQUIN 

Can you mend Chimericas broken heart? 
Harlequin has returned to his beloved homeland 
Chimeriea to find it locked, inaccessible and broken 
hearted. 

Calling upon a myriad of methods, Harlequin musttrovel 
across this vast ever-changinq land, to seek out and 
replace the four segments of Chimericas broken heart. 

Harlequin's determination in his task in this 
ultradynamic game is matched wilh equal venom by 
the weirdest assortment of characters ever known. 
Harlequin is played across 850 screens that will stretch 
even the most ardent games players skills. 
Amiga Action Accolade 93% "Harlequin is one heff of a gome 
mat rs extremely innovative, exciting ana challenging. 
Ace Traiiblaier 900 "Harlequin comes across as one of 
the most athletic gomes stars since the Prince of Persia 
or the great Sonic himself." 

The One 90% "A superior platform come puzzle game 

w'rtb bags of atmosphere. 1 

Gomes X. X Rated XXXXX Game of the week 

"Ada" Harlequin to the long list of must buys from Gremlin. 
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Gremlin Graphics Software Ltd., 2-4 Carver House, Carver Street. 
Sheffield St 4FS. Tel: (0742) 753423. 



That was the year that was - a cracking 365 days for games 
lovers everywhere. And now you can vote for your favourites, as 
we bring you the third and final chance to influence... 



THE 



SPECIAL 



THI GOLDEN 
JOYSTICK AWJ DS 



JUST IN CASE you need 
reminding, the Golden 
Joystick Awards, the 
computer games industry's 
most illustrious awards, are 
celebrating their 10th 
anniversary this year: and 
we're giving you one 
chance to vote. 
The Golden Joysticks matter 
more than any other awards, 
because the/ re the only ones 
that you, the games player, 
actually vote For. And besides, 
everyone who votes this year is 
automatically entered in a 
prize draw, with the winner 
receiving £500 of software, of 
his or her choice! 

What greater incentive could 
you possibly ask for? All you 
have to do is to let us know 
which your favourite was in 
each of the categories listed 
below and we'll take it from 
there. 

Remember, this is your last 
chance to enter - it could be 
one of your better decisions. . . 





T 
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HOW TO VOTE 

Simply send us the form below, 
adhering to the following instructions: 

1. All entries must be received by 
Friday March 12th 1992. Entries 
arriving after this date will be 
incinerated. 

2. Fill in every section of the form. 
Leave any category blank and we'll 
send someone round to tatoo 
'loser' on your forehead. 

3. Only games released between 
January 1st 1991 and December 
31st 1991 are eligible. 

4. All entries must include your 
name, address, daytime telephone 
number (if applicable), computer 
owned and must be sent in a 
sealed envelope. 

5. Only one entry per person (and 
that goes for software companies 
too. Voting for your own games 
only shows signs of desperation 
and you wouldn't want that would 
you?). 

Easy enough for ya? Send your entry 
to: Golden Joystick Awards 1991, The 
One, Priory Court, 30-32 Farringdon 
Lane, London, EC1R3AU. 



Best Graphics 


Programming Team Of The Year 


Worst Game Of The Year 


Best Soundtrack 


Hardware Manufacturer Of The Year 


NAME i -•- 


Best Simulation 


Software House Of The Year 


ADDRESS 


Best Coin-Op Conversion 


Game Of The Year 


DAYTIME TELEPHONE No 

TYPF OF fOMPUTFB 





THE ONI MARC I I 1992 ■ 1 7 



NEWS 




WHOEVER SAID THAT WE COULDN'T 
PREDICT A HIT IF it came up and bit us on the 
nose was about to be sorely mistaken. March's 
cover sported an extremely healthy Pipemania cover 
disk - a then relatively unknown puzzle game that 
was to take the games playing world by storm, just 
as Tdris did several years earlier. Not only did it get 
a prime cover slot, it also notched up an attractive 
89% in our then stricter-than-strict reviewing 
policy, with Kati Hamza quoting, "If there's life 
after Tetris, it's called Pipemania". Score one to us. 

Also flying out of the cover was Glyn Williams' 
Warhead, a huge space opera that had our ex-Ed 
Cary Penn salivating at the mouth and throwing 
93% scores around like nobody's business (the 

Sound rating actually went as high as 
98% - quite a tune there, Caz!). US 
Cold's classic puzzler EMoiion was the 
other biggie, scoring 92%. 
March seemed to be our - 
puzzle-special issue as Gary Whitta 
also took a look at the cull hit Klax 
in a Work In Progress (which was 
also featured in the Arcades section). 
Brian Nesbitt took a trip up to 
Liverpool for a WIP special on 
Psygnosis' then-latest range. These 
included Infestation, Awesome, the 
never-released Core, the recently-released 
Barbarian II, the too-bizarre -to-release Dr. Mallei 
And The Tribbles and everyone's favourite demo 
character, Puggsy. So what ever became of the last 
two, Psygnosis^ According to their PR man Nik 
Wilde, both games were put into their 'dark 
cupboard' soon after the feature but - shock, horror 
- Puggsy has recently been pulled back out and is 
being worked on by the team that brought us 
Leander. We should see something more definite 
later this year. Dr. Mallet, however, is still gathering 
dust and doesn't look like seeing daylight for quite 
some time. 

The other WIP that was to become a major hit 
across the board was The Bitmap Brothers' Cadaver. 
The article was a fairly normal one, except for the 
inclusion of a couple of photographs of fish tanks. 
Whyi Blame ex-art editor Careth 'The Mad Celt' 
Jones for that one. We also brought you news of 
another Bros, game that was to take a completely 
different audience by storm. Speedball 2 just made it 
into our news pages this month (and what a relief 
that it did). 

Meanwhile, the ongoing story of Gary Penn's look 
back at the decade entered another stage as Gary 
managed to get through E to J in one go. Notables 
include the Einstein computer, the Enterprise 
computer (previously known as the Elan and the 
Flan and even had a little joystick built into the 
case), Milton Finesilver (no, really) and Hi-Res 
ZX81 games that were just a decade too late. 

• Paul Presley 



A FRUIT FRENZY 



WHAT DO YOU GET WHEN 
YOU MIX dance music and 
digitised visuals with a cute 
platform garnet The answer, 
according to newcomer Hex, 
is Top Banana. 

The talents of many have been 
brought into play in this project. 
Coldcut, better known for its 
work with Lisa Stansfield and 
Bassomatic, has supplied the 
music and sound effects. 
Coldcut's Matt Black even makes 
an appearance in the game, in the 
form of a manic 
Congo player. 

Hex is better 
known as 
Hardwire, the 
company that 
specialises in 
computer graphics 
work for music 
videos. "We 



thought a computer game would 
be an interesting challenge," 
confirms Hex spokesman Robert 
Peppercll, "Most games look 
rather sterile. We wanted to do 
something really different and 
positive. The technique of video 
sampling has never been used in a 
game before. Top Banana really 
looks and sounds completely 
different to any other computer 
game yet written." 

Hip or hypei There's only one 
way to find out... 




ATTACK OF THE 
SPLATTER TOMATO 

LIVERPOOL POWERHOUSE PSYGNOSIS has a puzzle game in 
the pipeline with, unbelievably, a common old tomato in the 
central role. 

The appropriately titled Tomato Came is set over a diverse selection 
of levels. The idea is to steer your friendly fruit across each scrolling 
scene without hitting a spike, going splat against a brick wall or 
coming a cropper due to some other obstacle. In the Egyptian 
sequence, your top tomato must bounce over marauding mummies. 

A certain amount of handy objects are readily available to help your 
progress. These include such items as fans, trampolines and a jack-in- 
the-box to steer the tomato out of danger. You manipulate icons to 
place these gadgets in the correct positions, then sit back and watch 
your great escape get going. Each stage has to be completed within a 
strict time limit. 

The Tomato Game is scheduled to arrive before the autumn. 
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COME FLY 
WITH ME 

IF YOU FANCY YOUR CHANCES as the next 
Richard Branson, you should try out Air Bucks 
from Impressions. 

The year is 1946; starting with some cash and a 
single DC-3 Dakota plane, you must attempt to 
build a worldwide airline before the likes of Virgin 
and British Airways arrive on the scene. Apart from a 
good head for figures, successful entrepreneurs will 
need that constant spark of genius needed to keep 
everything running smoothly. 

New planes become available as the game 
progresses through time. There are over 20 aircraft 
included in this simulation, but don't expect to lay 
your hands on a F-l 17A Stealth Fighter to blow the 
competition away! 



HERE WE GO... 
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DOMARK IS SET TO 
ENTER the competitive 
world of football 
management with the 
imminent release of 
Championship Manager. 
If you believe the marketing blurb, the title 
results from a seven-year labour of love. 

Enjoying the high life as a football manager can 
quickly turn into a nightmare. It's your job to guide 
the boys through the League while competing for that 
prestigious FA Cup and participating in other 
important tournaments. 
The game's specifications speak for themselves. 
Every aspect of the sport, from fitness levels and 
boardroom hassles to team tactics and 'Manager of the 
Month' awards, is covered in detail. 




OFT WARE CITY 



Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 



CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 
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amh; \ <; AVIKS 



i»w«n Manager (Hew) .7 99 

|3-D Coi4truC(«n KB 34.98 

4-D Sports Bo.ing 

ID Sports Drv.ng (MtW) 

11 MS — , ».•.•< 

AM OS 30 - 

AMOS Trie Creator 

A M O S Compeer 

I 11*1 c ""( MoCdme 



1789 

.7.99 
24 99 

u n 



Advantag* 'e"im (New) 
|Atleroi#n»r 

A r ! i ' eH . i — 

IJWMdBMH — - 

|Anoir>»i WO'lO (New) _ 

|B>mtTala3 

lOaiMar. Tne Mm . ,. 

iBalt'o Chats 1 Of 2 



Balfe ol Bnteei {The* tinesi hour) 
Q*ds d F^sy (New)...™—...™.., 
Bood Money - 

lilOi Bros 



Bomr,ae» (Special OW»<( 



Btaecn J Enhanced 
BdOue Player 2150 
Bn&jee Commandf 

t' -i 

BoOO«W) ■■ „ 

Cn'Q<r<a Game*. - 

Captain Planet , 

Caidiaii (New) 

CaVlto' Cam find 



..21.50 

6.99 

17 50 

7« 

17 50 

7*9 

...17.50 
1750 

7.99 

... 17 60 
.21 50 
31 50 
24 99 

7»9 

. .17.50 
...5.50 
. - 4.89 
... 2150 
21.50 
1750 

7.99 

... . B 99 

.7.99 

. .17.50 

17 50 

8.99 

21.50 

. 1750 
. 17 50 

7.99 

. .21.50 
.17.50 

9.89 

17.50 

19.99 

7.99 

21 50 



CelUe Legends (New) 

Cemiaiin ~ r-— - — . — 

Champions t-ip Dover 

Ciaii HO — — 

Cueis Champion 2175 

Chuck RocN „ , 

Chucdie Egg 1 or 2 

Cisco Heat __i 

CiutM For a Gorp*e . i i 

Daley Tnomasons Oympie Challenge 
DoathKniBntsOlKrY'Tn 

Defender Ol The Crown 9 B9 

Dctu<ePaint4 . 62 99 

De-u.» Sue Poker 2 (1 Meg) .17 50 

Deuuiu —.—91 5" 

Disney Animation Studio ■ - .68,91 

DcuOle Dragon (New Price) 9.98 

DouRle Dragon 3 . 17 50 

Duck Tales..., ' 7 *2 

Dunged Master i.i 17.50 

Edd The Duck {New Price) 7« 

61/ —— 17.» 

EH* — . - -''-60 

Elmi Arcade - ~ 17.50 

Emlyn Hughes l«t Sector (Special Price) ...9.99 
EmnpiMr, Super League iSpeclal Price) 0 99 

Eye Ol Tn B Beholder _ ,....81.50 

F i 5 Si'*" Eagle 2 (1 meg) 24 89 

FieComOatP'loi 

P1| Stealth FigMer ~2»» 

Face ON (Ice Hockey Management) — 17.50 

faniaibc Voyage (Mew) . ~ I'M 

Fantasy World Doay -7.89 

Fast Food -8M 

Hm) Bow Bating - "50 

Fme> Fi.j.-n _ 1740 

Firml Whistle 
fjV Samurai 



Kk> OH 2 Return To Europe 

K«1 Glove* ,. . Linn 

Kind words 2 (Word processor) 

- t.j , Quasi 5 

Knohlmaie 
Knights erf the Sky . 

Latl Ntrua 2 

Ian Ninja 3 - 

Later Sowac (Special Oiler) 

L sender u 

Lemmings — - 

Lemmings Data One , - 

Ule And D»m 

UHlai Ml 

LombaiC fl A C «a*r _ 

LorO Ot The Ring* 

Lords of Chans (Special Olle-I 
Lotus EapaJ Tuito Challenge 2 

M.1. TW* PWOOn 

Mag* Pockets -™ 

Men Umtaa Euiope — 

nana t*-ii (New) 

Mega Lo Mania 

Mercenary 3 (New) 

Miciooroie Golt 

Miawmtar 1 

MIQ 2B Super Futtrum ^ 

Monopoly Oe-Luie 

Moonstone ..... — — — 

Mooiwalker 

Mult. Player Soccer Manager 

Napo'aon 1 ,_ 

Nebulut 2 _, — , _ — ,,. 

Nmgnhoura (New) 

New Zealand Siory . 

Noflh and South 

Outrun ui 

Outrun Europe 

PQATouiOow , — 

Pegasus. — — — 

Pn Fighter 

p 8i»r Mar-age (Special Ofier) 

PaputOUl — — ■ — ■■ — — 

Populous / Sim City 

Pooulous Ediioi (New) - 

Populojt New Worlds 

Populous 2 (New) 

Paweftrltt 

Powe'rnor>ger 

Powern-onjer Ddia Disc (New) 

Pro Tennis Tour 2 u 

Pron<ght , 

RBI 2 „_„,.,..-.™ 

Rlype ~ 

B-Type 2 

Ra'road Tycoon.. • 

Realms — 

Red Baron (New) 
Roregnil^ (New Price) 



. ^ . 1Mb.,,.**,. 



Fhghl ol Tha Intruder , —~ - 

Foothaii Oiiectc 2 (New vernon i meg) . 
PooUiatl Manager 

PcniOall Manager 2 - E'panaan tOl 

FooBallt- Ol The fear 2 

Formula i Grand Prii (Miaopioso) (New) 

FonApacne ,,_ 

Fun School a (U5I 

Fun School 4 5-7) 

Fun SchoolA (7-11) , - - 

Fuiute Bas«»it>a» (Special Ollar) 

Garnet Summer Edition ..- 

Gauntlet 3 , 

Gaunlinl 3 (New) ..... 

Geisha ™ — i — -•> 

Ghoult and Ohosts (New price) 

GMtatl-er (New) 

Gods . ~ 

ilaipoon Vernon I 2i (New) 

Harpoon BalDeset 3 or 4 (New) 

Head Ove- Heels — 

Heart O* China (Mew) ..... 

Heimdae , — , — 

Heroes Oueil ™™ ' 

Hero Quest Data Ditc 

Mero Quest • Data Disc (New) 

Heroes Ol The Lence - - 

Hollywood Po"e» 

Home Alone 

Morse Racing Omnony (Special Oiler) 

Hudson Hawk -.- — 

Hunter . — .- ~— 

knunorbsl. — 

Indiana Jones Las! Crusade - - 

Indianapolis 500 — — 

M ClUimp Alnlr.li,:- . — , 

ime'iailonal Karaia ...... . 

Internaiiono) Ninja Rabb'.s (New) 

l»annoe (New Price) 

Jack WaWMII Ooll . , — H- 

Jac» t«p-»li.i^ Ur n-'ted Courses ( 1 meg ) 

Jack Ne»lau* Uniin-.-tiW Cup Art 

Jmimy Wnito's Whirlwind Snoo-ar 

Jocfcy Wilsons Darts -— 

Kit* OH 3 (1 Meg) (Special Oltee) 

Kir* ON 2 The F-ial Whistle — _ - 

Kic« Ot - E«tra Time _ — „ 

Kick OH 2 Wmnlng Tactics 



H SO 
24 r r* 
17.50 
.2.89 
9.99 
.7.99 
24 99 
.21 50 
1750 

17 50 

17.60 

8.99 

7.99 

7.99 

.....17.50 

17.50 

7.99 

-.-.21.50 
_ 1750 

24.99 

. to 98 

7.98 

24 99 

24.99 

17.90 

10 99 
2150 

7.98 

. .. .4.89 

1750 

12.99 

17.50 

21.60 

-~9J» 

^TJ» 

17.50 

....... 17JJ0 

7.09 

1M 

7.99 

1740 
21 50 
10 99 
21 .50 
9 93 



Oner) 



6 99 

.799 
799 



Her.ea.icO Legion |1 meg) 
Rise Ol The t>ragon — 
RoD'n Hood s Adventure 

Roboood 

RnOctcp (New Price) 

R=0tu:oo 3 (New) 

Rodlands _ 
Rome* Drm 

Rugoy Coach - , — . 

RugOy Warld Cup 

Scocby Doo a Scrappy Doo 

Secrel Ot Monaey Island (l Mag) 

Shadow Ot The Bean .—- 

Shadow CM The floatt 2 (Special 

5nadow Sorceror . 

BMnbbl (New Price) 

Shos People (Newi . 

Snui'iepac' Cale — — 

Silant Service 2 

SiKWorm(New Prloe) , 

Sim City ,' Poputom 

Sim City ArclvlecturB 1 

Sim Cny Architeclure 2 

Simpsons n' .i " I 

SnujahTV....^ -rm- 

Saace A;e 2 (New) 

SpeedbaV S (Special OHer) 

Sconmg Triangle* — — 

Sieve Davit Snootier 

Strike Fwel 

BtftM Manager . . 

Stunt Ca/ Racer .— . 

Suspicious Cargo 

Swilehcade 

5wncnc-ada 2 

Team Yankee - — 

Tarminator 2.— . . 

The* Finesi Hour - 

Their Frtesl Mission 

Thunder Hawk 

Tip ON...- - - 

Tokl 

(ri?a-.jfis kjr.j Dizzy 

Tret's Campions 
tnvul Pursuits 

Turbo Outrun - 

turt Form I Sysiem B iRacing a Pools). 

Tunlcefl „„ - 

TV Sports FooIDbj* — .. 

Ullimale Go" (New Price) 

Utopia __...„ 

WWFW'eVimg(New) 

Waciy Races 

Waterloo -— . 

Wings ol Fury 

Wlnr-ng lact-cs . 

Wot) Cnild(New) ~ — 

World Class Leadortioard 

World Clast Rugby ......... 

Woiid C«c»el (New) 



-.7.99 
. .7.99 
34.99 
2799 
21 50 
24 99 
7 99 
17 50 
. 9.9S 
.1750 
.17.50 
13 go 
1750 

7.89 

. . 7.99 
_.2t SO 
12.89 
„ 17 50 
. 21.50 
_ 17.50 
1750 
...1750 
2150 
.21 50 
. 24 99 
24 99 
27.95 
1399 
2150 
. 799 
.17 50 
.21 50 
-17.50 
....17.50 

7.86 

- _ 7.89 
. .7.96 
...1750 
17 5(1 
_ 1750 
17.50 

B.6B 

9 99 
_. J150 
.10 99 

5.99 

.21.50 
.._7B9 
.2150 
...10.88 
.17.50 

27.88 

i, *150 

7.88 

17.50 

-.24 99 
. .21 50 
. 24 89 

7,69 

24 88 

24 99 

17.50 

17.50 

7.89 

_ .t750 

1750 

1750 

__17 
. .17.60 

7,96 

17.50 

.799 
-.--7. 

IB 99 

9.69 

, ...17.» 

7.66 

24.69 

9.96 

21 50 

11 58 

11.69 

17.50 

_.. 17.50 

24.89 

8.69 

1395 

8.96 

17 50 

1750 

7.88 

17 50 

7.85 

17» 

21.50 

17 50 

21 50 

10.96 

21.50 

...... 17 JO 

1750 

.4.66 



.. 13 09 

, 7-96 

8.99 

7.99 

699 



21 90 

.17.50 
7 89 

. 9 86 

7.66 

7.99 

. 17 89 
— 7J8 
...17.60 

.7.89 



AMH. A COMPILATIONS 



BOARD GENIUS 

Scraooin Oedume. PsaaM Monopoly. Fusk I 
rjluaido l.faatff Osii4Kiivo 
C21.50 



THE TOP LEAGUE 

SpeeJaai 2 Wick D,ingoroufi 2 Fa'co-".. 
M*S*intei & TV Sports roodwll 
£21 50 (Nol Amiga 500>) 



HANNA BARBER A CARTOON 
COLLECTION 

VOgTa Gm.-il Escape. Hono Kong Phw>ey. Ru" 
and Roady 5 Be-erloy MM Cats 
£13.66 



DOUBLE DOUBLE BILL 

TV Bonus Foothaf W.ngs. LflrOB Ol the Rising 
Sun & TV Sports BasHetDail 
C24.89 



SOCCER MAMA 

f 3-tDAii titar^ger 2. Mcreprose Soccer Foom>i' 
U jiage- Wo-vj Cup Eonon 4 Gaixas Super Soccer 



NINJA COLLECTION 

Oout"e Dragon Drngon hfnja 6 Shadow 
Warrior 
£13.86 



MONSTER PACK 2 

A»e*cme. Boast 2 a Klhr-g Game Show 
£1799 



HOLLYWOOD COLLECTION 

Rorocop. Balnar II* Mowe. C.hostbjsie-a 1 
6 Indiana Jooes tne Last Cmsaoe 
£2150 



AIR AND SEA SUPREMACY 

mi Scvicd Gunship, Wings Carrier 
Command A P47 ThiinaerboH 
£31.30 



WINNING Five 

iron Lord. Sir Fred Twin World. Putly s Saga & 
Night HuMor. 
SPECIAL OFFER E9.99 



2 HOT 2 HANDLE 

OoMefl Total Rpm" Shadow War nor H 
Super Of Road Raoet 
Q1.60 



CLASSIC 4 (RENAISSANCE) 

invaders, Asterods. GoUifiir. 8 Ci-itiponu 
C7.99 



SPORTING WINNERS 

Daily Doubk- HorBti Racing. Steve Davis 
■irvyiiu-' & Biiar. Oougtis Foolbali fortunes 
E17T50 



CAPCOM COLLECTION 

Sender 1 & 2 GhouU N 1 Ghosts. Forgoasjn 
Worlds. UN Squadron Dynasty Wars. Led 
SlD«m A Last Duel 
£21 .50 



SPORTING GOLD 

Cali*3i"ia Gam$S The Samoa Winlur 
' Sjnmor Edfldrs 
£31.50 



ADDICTED TO FUN 

B-jtOle Borjrjlo RaniDoiv Isla/i3i 
a nkr« Zeaand s^r, 
£13.99 



MAX PACK COMPILATION 

Turncan 2, ST Draoon SWiV & NOntshitl 
£21.50 



TEST DRIVE 2 COLLECTION 

Test Dnve 2 (The Duel). Musclars. 
Europeon Challenge. Super Cars 6 California 
□MtenM 
£21 .56 



FOUR WHEEL DRIVE 

Lotus Eapnt Turbo Cr^iienge. T r am ikiru*! 
Toyota Ce'Ca A Cor-ibn Rucei 
£2150 



BULLY'S BEST 

SwiV. Shadow o' tha BaaBl 2. Test Drtve 2. a\ 
Rick DanoarouB 
£17.50 (Nol Amiga A5O0-) 



HINT BOOKS 

lias Tale 1 or2o»3 
.ck Rogers 

i ol Krvnn 

;urse o* Ajure Bonflr. 

)eam *tkf*f Ol Krynn 
Omgor'a 01 Ftame 
"Mfa 

:ya 0* The Beholdar 
■reuolTha La"cr< 
Hames Quest 

Hrt5,a ' 

mmonai. NEW 

i It* Aa.enuie 
Ot 2 or 3 or 4 or 5 
Larry 1 or 2 or 3 

Manhuntet In San Fiancaco 
fcfaiW^nd M.igi; 

PoolOI Rati! 



r^NEW 

2 
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"Pc^wtto don't 
f it^ Wnew games 
sually aren't 
ckittg enough" 



AL LOWE 



Games Designer and Programmer 

"I WAS BORN IN A LOG CABIN,.." he begins, and there's 
no doubting that this is Al Lowe, the creator of Leisure Suit 
Larry. As if to prove that truth is stranger than fiction, 
Lowe's real origins are even more bizarre. 

His first experience of programming had nothing to do 
with computers, but involved giving instructions to 'human 
pixels', as they moved around a high school football field - 
he was a Marching Band Director. One thing led to another 
and in 1975 he began using a simple text editor on the 
school's computer and was intrigued enough to pay for one 
of the first Apple microcomputers. "My first program was to 
help me manage a music festival," he confides, "and, not 
knowing any better, I wrote it in BASIC." 

Seeing a gap in the educational software market for 
programs that were fun to play, Lowe went on to code Bop- 
A-Bet, a maze game which taught children the alphabet. It 
was his first adventure game, however, that got him 
involved with Sierra On-line. Dragon's Keep, published in 
1982, impressed Sierra so much that it bought out Lowe's 
small independent company. The relationship has lasted 10 
years with no sign of faltering. 
Curiously, Lowe's most famous creation, Leisure Suit Larry. 

was inspired 
by an earlier 
Sierra 

adventure. Soft 
Porn, published 
on the Apple II 
in 1981, was a 
'kinda goofy 
text 

adventure' 
which was 
distinguished 




by the fact that its racy cover had featured in Time 
magazine's first computer column. It was all about a 
guy trying to pick up three girls, although there was 
no main character; the player was simply referred to 
as 'you'. It sold 25,000 copies at a time when there 
were only 100,000 Apples in existence, but the game 
was dropped from the catalogue and made public 
domain when Sierra formed a relationship with 
Disney. 

In 1987 Sierra was looking for a new project, and at 
the time Infocom's Leather Goddesses of Phobos was 
doing rather well, so resurrecting Soft Porn seemed 
like a good idea. Unfortunately, the original game was 
now rather hackneyed. Lowe wanted to rework the 
project from scratch, so he retained the original 
locations and puzzles, but threw out everything else 
and made it a spoof. He also decided that a strong 
central character was essential and thought that this 
guy might be the type who still saw John Travolta as 
the 'in thing' (which is where the white leisure suit 
comes in.) At that time there was a salesman called 
Gary in the company who always used to relate his 
pick-up stories to the rest of the staff. He inspired 
Lowe to name the character Leisure Suit Gary, but 
after applying a bit of alliteration the full title 
emerged: Leisure Suit Larry in ihe Land of the Lounge 
Lizards. 

Then came devastation. The game had the worst 
first month sales that Sierra had ever seen. It looked 
very much as if Lowe had just wasted six months of 
his life. Word of mouth saved the day, and Leisure 
Suit Larry soon became a cult figure. It was only as 
Leisure Suit Larry III was being released that sales of 
the first game began to slacken. 

The third game saw the introduction of a 
companion character, Passionate Patti. a I wanted to 
have a chance to work with a character that wasn't so 
defined," explains Lowe, 'Patti is the opposite of Larry. She's 
aware of what is happening and is worldly-wise; she 
broadens the scope or the game." 

The newer games use Sierra's no- 
typing interface, SCI, and a new SCI 
version of Larry I is being re-released. 
a I missed the text input a lot at 
first," Lowe admits, "A lot of the 
Smart Alec jokes were responses to 
things the player had typed in. Now 
the humour comes when the player 
clicks on things. People who don't 
find the new games funny usually 
aren't clicking enough!" 

The latest product featuring 
Larry represents a departure for 
the loveless chap. Laffer Utilities | 
was inspired by the popularity of 
the Larry games amongst office 
workers. Lowe began to think 
about all the social activities that 
occur in offices and created a 
suite of programs to cover every 
one of them. 

This year Larry is going to be 
taking a well-deserved rest. Not 
so Al Lowe - he's already 
planning a completely new 
adult adventure. We can't . 1 
divulge any details yet, but you I 
can expect it to be very, very 
funny. 

Laurence Scotford 



SONOGRAPHY 

• Bop-A-Bet 

• f>rag on . s Keep 

• Le.sure Suit Larry 
J^ure Suit Larr], 
In The Land Of The 
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• Leisure Suit Larry 
^Leisure Suit Larry 

L 0 °:: Look ^^ 

•Leisure Suit Larry 
f n Pass,onate Patti 
I" Search Of The 
""sating Pectorals 
f Le'sure Suit Larry 

f- p *ssionate Patti 
Does A Little 

undercover Work 

'Leisure Suit Larry 
1 (SCI version) 

• Laffer Utilities 



THE ONE MARCH 1992 



.21 



p&V YOUR AMt G 

QUALITY PRODUCTS 

at affordable prices 

W.T.S. ELECTRONICS LTD 



4 




..... — <.-„. ....(, 



. 'IIIBAJ ft 



A500 PRO-RAM BOARD 
1/2 MEG UPGRADE 

Latest design incorporates chipmem option at no extra cost 
Increases computer memory from '/2 Megabyte to 1 Megabyte 
Allows all 1 Megabyte software to run 

Direct replacement for Commodore A501, 16 Chip Technology 
for complete compatibility. 




British Made 



£25.00 



without clock 



£28.00 



with clock 



SUPRA RANGE 



tV the most cost effective, highest quality, technologically advanced products available ik 

500RX 1Mb - 8Mb MEMORY EXPANSION 

• Simply plugs into the side port of the Amiga 500 

• Auto configures to work in conjunction with computer memory 

• Easily expandable from 1Mb - 8Mb using latest Zip chips 

• Proclaimed as being the best expansion available 
^^^^^^ • This neat robust unit is sel to revolutionise the market. 

^^^^^^ 500RXlMb £149.00 500RX4Mb £273.00 

500RX 2Mb £189.00 500RX 8Mb £423.00 



SUPRA MODEMS 




• 100% Hayes compatible 

• Tone Pulse auto dial/answer 

• RS232 Interface 

• Internal diagnostics 
Programmable number 
storage 

Supra 2400 £119.00 

Supra 2400 + £174.00 

Supra 9600 £499.00 



CUMANA 3.5" EXTERNAL 
DISK DRIVE 

I High quality 

• High specification 

• Anti click 
■ Long moulded cable 

£54.00 



A2000 MEMORY UPGRADES 

' OMb ..£119.00 



2Mb ..£179.00 
4Mb. .£289.00 
8Mb. .£409.00 



GVP 52Mb HARD DISK CARD l-8Mb 
EXPANDABLE MEMORY......£299.00 



A500 Internal replacement drive £59.00 

8372 Fatter Agnus Chip (allows Chipmem feature) £52.00 

1.3 Kickstart Chip £36.00 




A500 HIGH 
CURRENT 
POWER SUPPLY 

• Allow addition of many 
peripherals without 
damage to computer 
or power supply 

• Switch mode design 

£44.95 

British Made 



-V All prices include P&P & VAT ft Please add £5.00 if you require 24 hour courier to your door or parcel post will be used A 12 month warranty ft 

W.T.S. ELECTRONICS LTD, Chaul End Lane, Luton, Beds. 
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C64, while Turner concentrated his efforts on the 
Spectrum, programming Avalon - "That was an 
arcade adventure, but it was much more adventury 
than any arcade game around at the time. It was 
probably the most difficult thing for the technology 
that I've ever done." 

Turner and Braybrook were still a two-man outfit, 
going under the name of ST Software and working 
in Turner's dining room. The success of Avalon 
forced them to form a limited company and 
Graftgold was born. "It was really so that we 
wouldn't have to pay an enormous amount cf tax in 
one year," explains Turner, "Royalties tend to come 
in a lump." 

The breakthrough into the 16-bit market came 
when Graftgold broke away ^^^^^ 
from Hewson, with whom it SOFTOGRADU v 
had been working. Hewson ..i oa /T ^*™**"n Y 

that stage looked set to 
collapse and Turner received 
a call from two of its 
programmers, Dominic 
Robinson and John Cubbins, 
looking for work: 6 We 



STEVE TURNER 

Managing Director, Graftgold 

STEVE TURNER HAS BEEN AROUND a while - that much 
is evident from the start - but more than that he's not 
letting on. "I started programming when 1 was about 15, * he 
says, adding cagily, "Which was quite a long time ago." 

Suffice to say that his first attempts at programming 
preceded the ZX80. The name of that early computer escapes 
him, but he does recall, "It was about the size of a desk." 

He moved onto the ZX80, but his first published game was 
3D Space Wars on the Spectrum. "It sold quite well," he 
recalls, "We made more money out of those early games than 
we do now. Things used to sell in ridiculous numbers then: 
as more and more people got to program and the big chain 
stores took over, the programs started costing more and 
people became more fussy." 

That first game was produced in Turner's spare time, but 
its success led him to give up his managerial job: a l chucked 
in a job with a really good salary and I went my own way 
and I convinced Andy Braybrook to do the same." Braybrook 
was at that time working as a programmer at Marconi - "He 
was mucking about on a Dragon 32, so I asked him to come 
and work with me and convert my stuff onto the Dragon, 
but unfortunately the Dragon just collapsed." Turner feels 
that the Dragon's demise may have been accelerated by the 
attitude of the retailers: "Up until a year after we'd finished 
the programs they were by far the best things we'd ever seen 
on the Dragon, but no shops wanted to take new Dragon 
products. There were still a lot of Dragons around then and 
they didn't realise that, as with records, you have to get the 
latest titles." 

With the end of the Dragon, Braybrook moved onto the 



• 3D Space Wars 
•feiddab Attack 

• Lunattack 

• Avalon 

• Dragon Tore 
•Astro Clone 

• Quasertron 
\ + Ranarama 

• Magna tron 
•Bashido 

•'v*nironman>s 
Super Off-R 0ad 

facer 

• Flying Shark 
•Intensity 

16-BIT 

• Simulcra 
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weren't doing anything on 
the ST and Amiga at that 
time," explains Turner, 
"But we wanted to and it 
seemed an excellent 
opportunity to get onto 
the new machines." 

Graftgold's first game on 
16-bit was Rainbow 
Islands, This relative 
lateness Turner puts down to the 
publishers. Graftgold had signed a 
deal with British Telecom 
because the publisher was keen 
to move into the 16-bit market, 
but things didn't workout quite j 
as Turner had envisaged: "Soon 
afterwards they said, The 16-bit 
market's falling and we want 8-bit 
products,' so they asked us to do a round of Spectrum and 
Commodore products. By the time they were finished, 8-bits 
were dead and they weren't published with any kind of 
force. 1 ' 

Graftgold is now happily ensconced in the 16-bit market, 
with such titles as Realms and Simulcra to its credit. So, with 
the extra responsibilities of running a successful company, 
does Turner still find time to program^ *I do more 
programming in terms of hours now than I used to. I think 
it's an industry where you've got to keep down to the grass 
roots. I quite often find myself working on one project 
during the night and another project during the day, which 
isn't really the way to live, but in the end it comes down on 
you. You're responsible, you've got deadlines to meet. You 
can't expect your staff to pull their weight unless you do." 

Graftgold is currently finishing off Realms on the PC, while 
Fire and Ice is in its final stages on the Amiga and ST. Does 
Turner feel that his games could be any better than they arei 
"The limit on games nowadays is normally the amount of 
money you can spend on making them. It's like films, you 
can always make a game better, which becomes a big 
problem. When you finish a game you take it to the 
publisher and they can always make more demands, but it's 
a question of knowing when to draw the line." With his 
record to date, Turner seems to be drawing that line just 
about right. 

Heather Turtey 
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If s March again (you know, this month is always 
cropping up around this time of year, funny that!) 
and if you were expecting lots of bad jokes about 
mad hares and walking in formation, then you're in 
for a disappointment. We've only got opinions, 
observations and questions this month. 
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CRYING SHAME 

Dear The One, 

I am writing about the new game from Steve 
Screech, Tip Off. Like so many others I was led to 
believe that this game was potentially a classic. 
Your in-depth interview with Steve looked vei 
promising. 

Taken in by all this I popped this game on my 
Christmas list and sure enough 1 got it. There is 
one question that I would like to ask Mr Screech: 
'""What are you playing ati' Here is the follow-up 
to one of the best games to date {Kick Off Z), a 
game that is half-baked, unplayable, boring and 
now is banished to the back of my cupboard so 
that my friends don't laugh at me for owning it 
when they visit. I'm extremely disappointed by 
this game and if this is anything to go by, I hope 
Steve leaves Kick Off S well alone and leaves Dino 
Dini to make a good job of it. I had a great deal of 
respect for this man prior to this, but seeing that I 
tried to exchange it twice because of bugs I had to 
it away to Anco for a replacement. I would like to hear 
what Steve has to say about the reviews which this game 
has received. 

However, this has taught me a valuable lesson and I'd like 
to see Steve Screech show his face on your letters page 
again. What do other unfortunate readers who own this 
. piece of software shame thinks 
Richard Metcalfe, 
Hurworth, 
Co. Durham 

Anco's basketball extravaganza was a bit of a let-down, wasn't 
tti How about some opinions on whv software companies release 
games in such a stated To he fair to Steve though, it probably 
wasn't his fault that Tip Off was like it was (Heaven knows he 
made enough trips to magizincs for opinions and ideas during the 
development stages). A rush to meet unfair deadlines was more 
than likely the culprit. 
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THE SOURCE OF MY 
TROUBLES 

Dear The One, 
I recently purchased TV 
Sports Football due to the 
good reviews. When I got it 
home and read the 
instructions it said that a 
copy must be made for use 
as a league disk. OK, 1 
thought. So I dug out a 
blank disk and went 
through the usual process. I 
had just inserted the blank 
disk when a message came 
up to say; 'The copy disk is 
not the same as the source 
disk. Please try again". So I 
did. Five times! Every time 
the same message came up. 
By this time I was fed up so 
I gave up. This isn't the first 
time I've seen this message, 




so could someone explain 
what I'm doing wrong and 
also what the message 
means. Please!! 
Simon Miller, 
Buckingham 
It means, unfortunately, that 
you've got problems Simon. 
More than likely your blank 
disk is at fault. Try formatting 
a different disk using a 
professional disk management 
system (like Disk Master - 
available through most PD 
outlets). 

JOYSTICK JOKES 

Dear The One, 
I recently bought a Quickjoy 
Jetfightcr. After a week it 
wouldn't go left, so I took it 
back and had it replaced. 
After two weeks the same 



thing happened again. This 
time I got my money back 
and bought a Cruiser which 
I am happy with. My friend 
had also just bought a 
Quickjoy Superboard. Soon 
the down didn't work so he 
got his money back and also 
got a Cruiser. Can't 
Quickjoy do something 
about the quality of their 
joysticks^ 
Gary Harper, 
Stokenchurch, 
Buckinghamshire 
You bought a jctfighterl Ha, 
ha, ha, that's a good joke, that 
is... 

COME AMD HAVE A 

GO... 

Dear The One, 
Firstly my question. After 
reading a magazine on the 
Mega Drive, I saw a review 
of a game called Lakers vs 
Celtics (or Celtics vs Lakers), a 
rather charming basketball 
game. As I am an ardent 
basketball enthusiast, I 
would very much like to get 
this game For my computer, 
but is it available*? 

I've had my computer for 
three years and games like 
TV Sports Basketball and Tip 
Off are wearing thin, very 
fast! 

Now, 1 have one minor 
moan... for Paul Presley. 
How dare you insult my 
favourite game. How can 
you call basketball silly. And 
to add insult to injury, you 
insult me even more. You 
wrote (I quote) "1 mean, 20 
grown men running 
around". 

Incorrect, During play one 
team has five players on 
court. Five plus five equals 
ten. ok£ Now I have aired 
my grievances, I'll go back to 
my first point, the question. 
Please answer if you can. My 
thanks to all The One 
members, except Paul 
Presley. 

Tony Ricketts, 
St. Leonards, 
E. Sussex 

Right, firstly no we don't have 
any information on the release 
of Lakers vs Celtics. As far as 
we know, it's strictly a console 
game. Secondly, over to Paul... 

Oh heaven forbid, I insulted a 
reader. How will I sleep at 
nightst Let's take this step by 



step shall wet I didn't call 
basketball a silly game, I said 
that it looks silly. I don't know, 
these modern readers, none of 
them can take a joke. 

Secondly, each team has five 
men that run around on court 
plus five men (at least in Tip 
Offs case) that sit on the bench 
to be substituted at will. Five 
plus five equals ten, ON ONE 
TEAM. Two teams equal 20 
players - / rest my case! Who's 
next...i 

A QUESTION OF 
SPORT 

Dear The One, 
Quite recently I was given 
the Tecno-PIus Team Sport 
pack for my birthday and 
I've had hours of enjoyment 
out of it. I've played Smash 
TV, Man United Europe, and 
Pro Tennis Tour Z which are 
all good games and 1 know 
that TV Sports Basketball, 
Gauntlet 2 and Kick Off Z are 
also available. In Kick Off 2 
do you have to have two 
people in goal and two 
people on pitch like Man 
United Europe or can you 
have the better option of 
two players on pitch like on 
EA Hockey for the Mega 
Drive* 

My final two questions 
regard another game which 
I've heard is available for 
people with those two extra 
joysticks, called Leathernecks. 
What exactly is this game 
and is it worth buying* 
Colin Starr, 
Paddock Wood, 
Kent 

No, Kick Off Z's multi-player 
options are nothing like 
Manchester United Europe's. 
You get to choose the positions 
each player plays in and can 
even have one player controlling 
the game as normal (i.e. 
whoever's nearest the ball) 
while the other plays in 
position. 

Leatherneck was a game of 
yesteryear, loosely based on the 
old classic, Commando, except 
that in this particular game 
you had four players instead of 
one. It was quite good fun and I 
think you could even shoot each 
otherjalways good for morale). 
It's probably not available 
anymore except from mail order 
companies. Hope that answers 
your questions. 
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DRIVEN TO 
DESPERATION 

Dear The One, 
Can you please tell me when 
Grand Prix from MicroProse 
will be available in the shops as 
1 am itching to get my hands 
on it. I have asked around 
some of my local shops, but 
none of them seem to know 
when it will be released. One 
shop said it will be released 
either at the end of the month 
or not until August. I sincerely 
hope that it won't be this late 
as I am driving my Mum crazy 
with my impatience. 

1 realise that some games 
have last-minute problems or 
are just kept back for 
improvements. Could you 
please inform us in your mag 
about late arrived You could 
maybe make it a new slot (but 
hopefully not a regular one) 
with details of what the new 
arrival dates will be and what 
is being done to the game etc. 
Scan TuIIy, 
Wickford, 
Essex 

Tht reason you've been waiting so 
long for Grand Prix is that 
MicroProse (as with all good 
software houses) is a stickler for 
accuracy- It deliberately held hack 
the release until this year's Grand 
Prix season was over, just to make 
sure that nothing had changed on 
any of the tracks! To get the word 
from the horse's mouth (so to 
speak) give MicroProse a call on 
(0666) 504326 and ask them. 

JOYSTICKS DOWN 
UNDER 

Dear The One, 
1 would like to congratulate 
you for keeping up the great 
work, your mag is the best 
there is. The reviews are 
unbeatable. The Work In 
Progress is fantastic. The 
features are cool and so is 
everything else. 

I would also tike to comment 
on Adam Froud's letter about 
the Cruiser Joystick in Issue 
38. 1 have to be honest and tell 
you 1 have never tried a 
Cruiser, but down here there is 
only one joystick; the 
Starblazer401. It is fairly 
compact, handles excellently, 
is very robust and cheap (only 
$A45 - about £15). In fact it is 
made in Australia by Muiicon 
Amusements. You can also 
change it from a one-button 
system to two or three. 



On a different note, I 
recently bought Supremacy, it 
was cool. That's why I am 
going to ask you if there are 
any plans for add-ons or 
sequels because it's about time 
we had some. 
Harley Kingston, 
Tamworth, 
New South Wales, 
Australia 

Thanks for all your feedback - 
we're glad you're happy with our 
humble efforts. The bad news, 
however, is iluit there are no plans 
at present for any add-ons or 
sequels to Supremacy. Should the 
situtation clmnge, however, you 
can depend on us to let you know. 

MORE EMPTY BOXES 

Dear The One. 
One thing that has always 
puzzled me is the size of the 
boxes used to pack games. 
When buying a game you are 
often only getting the game 
and the instructions, so why 
this huge box4 Is it cheaper to 
use bigger boxesv 1 would have 
thought it would be cheaper 
for the companies to use 
smaller boxes - meaning a drop 
in prices. 

I also agree with Adam 
Whisker's letter (January issue) 
that including a demo disk of 
future and current releases 
would be a good idea. This 
could be the final 'clincher' for 
companies to sell their games. I 
know if I couldn't decide on 
any two games, if one of the 
games included a demo disk 
I'm sure that I would buy that 
game rather than the other 
one. And the demos might 
even influence me on 
purchasing another one of 
their games if 1 actually liked 
it. So on this strength why do 
the computer companies not 
use demo disks'? It would seem 
to be a good idea all round. 
Kevin Hunter 
Edinburgh 

Dear The One, 
1 am writing to you regarding 
your new talking point 'Empty 
Boxes'. This subject was 
brought up by Adam Whisker 
in Issue 40. He was upset at 
spending £25.99 for a game 
and getting the bare minimum. 
His idea of a poster wouldn't 
suit all purchasers, but the idea 
of demos on an additional disk 
is worth thinking about. 
My point, however, is that 



having spent the money on 
many games you are then 
expected to supply blank disks 
for a number of reasons. 
Speedhall 2 and Kick Off 2 
require disks to save goals and 
League Tables and many 
games such as F-4f and Special 
Forces require rosta disks. 
Surely whilst printing labels on 
disks the additional cost of 
enclosing a blank disk and a 
label stating it to be a league or 
rosta disk would be nominal. 

Also, when spending 
between £20 and £30 on a 
game I would expect not to 
have to think about supplying 
other disks. 
Craig Brown, 
Hayle, 
Cornwall 

TRY A LITTLE 
TENDERNESS 

Dear The One, 
I've just purchased Ocean's 
WWF Wrestlemania and 
completed it on my fourth go, 
causing extensive damage to 
my joystick when grappling 
my opponent. I wondered 
whether software companies 
take into consideration 
whether your joystick will get 
destroyed playing these games. 
Stephen Bull, 
Bracknell, 
Berkshire 

Hardly likely I would have 
thought. The main things that 
software houses concentrate on are 
gameplay, meeting deadlines and 
making a profit. 



FOREIGN 
FRUSTRATIONS 

Dear The One, 
There are a couple of things 
about your magazine that are 
annoying me a little, and I 
thought I should write and let 
you know about them so that 
you could make some changes. 

It all has to do with your 
competitions. As I live 
overseas, I cannot take part in 
your competitions when you 
must have the entries in one 
month after the magazine goes 
on sale in the UK as the 
magazine rarely goes on sale 
here in Norway until about the 
same time, which makes it 
hard for me to get my entries 
in to you on time. I believe this 
is the case for most of your 
overseas readers, and I think 
we should have the same 
chance of winning some prizes 
as the readers in the UK. 

Another thing is the 
competition entry forms. I 
don't like cutting the 
magazine, so I'd like to be able 
to send in a photocopy of the 
entry form. The trouble is, I 
don't know if this is accepted. 
Kttut Erik Rolne, 
Harpefoss, 
Norway 

Thanks for your feedback, Erik 
- we've taken it on board and will 
try in future to give cur overseas 
readers a chance to enter our 
competitions. Also, feel free to 
photocopy your entry form: some of 
our readers are already doing so. 



MORE FOR YOUR MONEY? 

Dear The One, 

I am usually a dedicated buyer of your magazine, but last week I 
decided to buy one of the bigger magazines, hoping for better 
value for money. When I started reading I was appalled at the 
number of reviews there were. It was full of adverts for 
computer companies and not much of anything else. What 
makes the matter worse is that the reviews that were in there 
weren't very good. I have returned to buying your mag, but even 
yours has a lot of adverts in it. How about some more reviews^ 
Nick Mildred, 
Leicester 

We're pleased to hear you decided not to stray away from us for long, 
Nick. Tiiere are, however, some very good reasons why we - and all 
those other computer games magtizhies out there - have so much 
advertising Magazines cost a lot to produce: just think of all the people 
who write for us - they don't do it for nothing, you know. Then there are 
production and printing costs, not to mention delivering magazines all 
around the country. The cover price of the magazine just wouldn't pay 
for all of these, so of course we have to rely on the money that comes in 
from advertising to cover these and, of course, to make a profit. So, while 
we do attempt to review as many gpmes as we can, just remember that 
those pages of advertising are keeping the cost of your favourite 
magazine down. 
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SERGEANT 
SOFTWARE 

Here once again to bring 
misery and suffering lo the 
world is the man everyone 
loves to hate. 



MOT ON YOUR NELLIE 

Dear Sarge, 

I enjoy playing football ever so much, but since November I 
have not been able to play because of leg troubles. 
Sometimes it is so bad 1 have to stay at home and stay in 
bed because 1 can't walk. 

I still can't play football now, because of my legs, but 
people ask me do I want to play football, and I enjoy it so 
much that it's hard to say no. 

So could you please send me a football game, I would be 
so grateful for your troubles. 
Derry O'Connor, 
Bethnall Green, 
London 

Bui if I sent you a football game, wouldn't that hist add insult to 
injuryi Besides, this all sounds like a load of (foot) balls to me. 

FORGET IT KID 

Dear Sarge, 

My sister and I share our computer and for Christmas 1 
bought her RoboCod. She was so happy and asked me to 
boot it up for her. I put the disk in the drive quickly 
without putting the write protect tab on and somehow a 
virus managed to get on the disk. The disk is now 
unloadable and my sister is mad with me. Please Sir Sarge 
you are my last hope, please will you replace the RoboCod 
disk a I want my sister and 1 to be friends again. Please can 
you spare one disk, as I'm sure that because you're so good 
at games you have completed it already. 
Lewis Haag, 
Binglcy, 
W. Yorks 

I've told you people lime and time again. Viruses are easily dealt 
with. Get yourself a virus leiller from any decent PD stockist and 
let that do the job. Anyway, this isn't an American sil-com you 
know, this is real life. Brothers and sisters should hate each 
other's guts and be constantly at war I know I was with my 
sister (you may know her, she used to run the country). 

• Right, stand to attention you 'orrible lot, Fve got something 
important to tell you. Next month is my final fling here at The 
One. Av had an offer to join Plastics And Rubber Weekly and 
quite frankly it makes what FtH earning here look like peanuts. 
So this means you've just got one more month to try and tug my 
heart strings and make me fork out some software. I might as well 
warn you in advance though, idle threats, offers of a sexual 
nature, tales of dismemberment and stories about poor little dog? 
getting knocked down b\> big red vans while playing fetch in the 
middle of a motorway will not work, so try and be creative. Send 
youjetters to the normal address, VII be waiting. 




HERE WE GO AGAIN folks. Another monthly sports-related 
competition that involves you sending us disks. With the 
demise of the Golden Goals (which you may have noticed has 
popped up on Channel 4's Camesmaster series. I wonder if we 
can take any legal action about that 1 !), we racked our brains to 
come up with a suitable alternative. We came up empty though, 
at least until Lee Noble sent us an idea. Jimmy White's Whirlwind 
Snooker is the game and creating superlative Trick Shots is the 
aim. 

We've mentioned the competition over the past few months 
but we haven't given you the official low-down on what you 
have to do, so here goes: 

Using the Trick Shot editor, create a stunning looking shot. 
We've already had (amongst others) things like potting all the 
red balls in all the corners, potting the black while it's 
surrounded by a pack of reds, but we're sure you can come up 
with more. The shots will all be judged by a panel of experts 
and the two that arc deemed to be the best will be included on a 
future cover disk. Not only that, but the two winners will also 
get to play each other in what should be an epic battle, the 
winner taking home £300 worth of Virgin Games software. Not 
bad huh* 

Send your entries, along with clear instructions on how to 
perform the shot to Trickshot Trials, The One, EMAP 
Images, Priory Court, 30-32 Farringdon Lane, London 
EC 1 R 3AU. Only two shots per disk mind you, otherwise we'll 
never get through them. Unfortunately we can't return any 
disks so please don't include any S-A-E.'s, Include your name, 
address and telephone number with your entry and then cross 

Eur fingers for a few days (and try not to walk under any 
Iders while you're at it). The competition will run for the next 
two issues and the winners will hopefully be announced in the 
May issue. 

So, until then (except for next month when we'll remind you 
once again), good luck and happy designing! 

BJJJiL'JJJ UJ^Uj 



IF THE TRICKSHOT TRIALS 
ARENT ENOUCH for you, 
howzabout this litde 
competition then. With many 
thanks to MicroPro se, we at The 
One are proud to bring you 
another on-going disk-based 
competition - MicroProse's 
Golfing Greats! Yep, you've all 
been there You've been driving 
dawn the fairway at a terrific 
rate when it happens. You hit 
the best shot you've ever seen in 
your life. Sadly, there's no one 
around to witness it and when 
you start telling the others back 
at the 19th, you're greeted with 
jeers and cries of "Yeah, nght'. 

Well, thanks toMt'craProse Coif 
you can actually save your best 
ever shoes to disk, send them to 
us and we'll show them to the 
world. The Golfing Greats 
competition is to run for the 
next four months, with the best 
shot of the month being picked 
F experts. What'; 



more, the four winners will not 
only receive a bundle of 
MicroProse goodies, but they'll 
be invited to take part in the 
Official MicroProse Golf 
Championships, to determine 
who is the overall winner. He or 
she will not only win themselves 
a truly massive MicroProse prize, 
but be crowned the 1992 MPC 
Champion. High praise indeedl 
So send us your best shots (no 
more than three on each disk) to: 
Golfing Greats, The One, 
Priory Court, 30-32 
farringdon Lane, London, 
EC1R 3AU. Don't forget to 
include your name, address and 
telephone number. 



: 




Why not vent your spleen to us here at The One, EMAP Images, 30-32 Farringdon Lane, London EC1R 3AU 
(Sergeant Software letters should be clearly marked). The Letter Of The Month will win a T-shirt and a game off 
your choice. All correspondence should be confined to one side off the paper and, where possible, to a single 
sheet. The editor reserves the right to edit any letters as he sees fit. Please do not Include an S.A.E. as, due to the 

volume of mall received, we are unable to make individual replies. 
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The Electronic Ant Col ny 
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Ants. You've shared your food your home and your planet with them, 
you've stepped on them sprayed them cursed them and bombed them. 
Now you can he them. : 

CBM AMIGA APPLE MAC • IBM PC 6» COMPATIBLES 




OCEAN SOFTWARE LIMITED • 6 CENTRAL STREET • MANCHESTER ■ M2 5NS • TELEPHONE: 061 832 6633 - FAX: 061 834 



The coming of 16-bit consoles may turn out to be a blessing in disguise, as Ciardn 
Brennan found out when he sneaked a look at Ocean's latest licence 
adaptation... 
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BECAUSE THE STYLE of The Addams Family is quite Gothic, we 
had to make the enemy sprites things like skulls and ghosts and 
so on. But Simon, the other artist who helped out in designing 
some of the sprites, is a little bit surreal sometimes so we also 
ended up with flying teacups and frogs on unicycles," says 
Higgins, explaining some of mese demons. 





PROJECT: The Addams Family 

PUBLISHER: Ocean 

AUTHOR: James Higgins 
(coding) 

Warren Lancashire 
(graphics and game design) 
, Simon Butler 
(additional graphics) 
Jonathan Dunn (music) 

INITIATED: April 1991 

RELEASE: TBA 



MANY PEOPLE PREDICTED that the recent 
arrival of the Sega Mega Drive and the 
imminent appearance of Nintendo's 
Super Famicom would mark the end of the technical 
advancement that we've all enjoyed in 1 6-bit 
gaming technology. It was assumed that the best 
programmers and designers would immediately 
drop computers in order to get their hands on 
hardware which would make their games faster, 
smoother and bigger and their lives a whole lot 
easier. 

However, Ocean's up-and-coming 'game of the 
film' of The Addams Family looks set to turn these 
theories on their heads. When programmer James 
Higgins and artist Warren Lancashire began work 
in April 1 991 , they were concentrating on getting 
the computer versions right: but just as the game 
was beginning to take shape, the pair were called 
away to start work on the same title for Nintendo's 
Super Famicom. Starting again from scratch, they 
managed to complete this project by last 
November. 

But then, having hardly had time to pat themselves 
on the back for a job well done, they had to roll up 
their sleeves once more and get back to work on 
the original code. It was at this point that the 
decision was made to start all over again, to try to 
make the disk versions every bit as good as the 
finished Famicom game. 

Higgins takes up the sto-7; "We looked back at 
the old code and thought 'euughl' It wasn't 
colourful enough, there was no parallax scrolling 
and it generally felt slower because we had to move 
down from 60 frames per second to 50. Basically, 
we'd got so used to how the Famicom version 
played that we didn't want to go back.'' 

There were other problems, The game design had 
changed over the months, with numerous new 
graphics and locations making their debuts. "In a 
way it was easier to start again," Higgins continues. 
"After all, we were trying to go back into a source 
file that was more than three months old and to be 
honest I didn't really understand what was going on 
- it was just a nightmare to try to get back into it." 

The team hadn't seen the film when they began, 
but they did have a script to work from. "Warren 
originally sat down to bash out a few ideas," 
explains Higgins, "and we eventually ended up with 
a design document about 1 00 pages long." 
However, before much work had been done on 
this, the project began to take the first of its many 
detours. 'The route which 
the gameplay was taking 
changed after a couple of 
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PROJECT: The Addams Family 

PUBLISHER: Ocean 

AUTHOR: James Higgins 
(coding) 

Warren Lancashire 
(graphics and game design) 
Simon Butler 
(additional graphics) 
Jonathan Dunn (music) 

INITIATED: April 1991 

RELEASE: TBA 



weeks," says Higgins. "At first it was more puzzle 
orientated, whereas the final idea is a more 
'arcade/ plotform game." 

The reason for this is quite simple - the lads had 
discovered consoles. "We'd been playing console 
games for quite a while. It seems that everyone is 
nowadays - even the magazines are raving about 
them - and it come to our attention that there 
wasn't a true console-style game available on 1 6- 
bit. 5ince then there have been things like 
RoboCod and Magic Pockets, but at the time we 
thought that maybe we'd be the first." 

The object of the game is to take Gomez (the 
father of the ghoulish gang) on a trip through 1 6 
levels in a quest to find the rest of the characters 
and bring them back to the music room. Here 
Lurch awaits, torturing the keyboard of a 
dilapidated piano (the more characters you rescue, 
the better his playing becomes - giving you an 
even greater incentive to hurry up!). 

Find Uncle Fester, Puggsley, Wednesday, Thing 
and Grandma and the final barrier lifts, allowing 
you to enter the last (and hardest) level to retrieve 
your loving wife Morticia who's being tortured by 
the evil Judge Womack (and, this being The 
Addams Family, is quite enjoying iti). 

It makes a refreshing change that the game plot 
fits in well with the film's storyline. Achieving this 
wasn't easy, as Higgins points out: "The film is 
really based on dialogue - all of the humour 
comes from the interaction between the characters. 
At first we thought it was going to be difficult to 
turn this into a game, but we eventually decided to 
base the game just on the film's last 20 minutes 
and that seemed to work quite well." 

So, having lived with this crazy family of 
monstrous misfits for almost a year now, would 
Higgins and Lancashire be glad to move onto 
something else now? "Yes," quips Higgins, "The 
Addams Family 2!" Some people are gluttons for 
punishment. 





GOMEZ CAN TAKE his quest skywards by 
collecting and using the short-range 'Fexkopter' 
(a Fez with a rotor blade on it!). Its use is limited 
by time, but it can help him to reach the parts 
that those other pick-ups can't reach - such as 
this roof section which may just reveal some 
extra locations. 




THE ICONS and pick-ups are definitely console- 
inspired: the extra life tokens are even called 
'lups'l Higgins is quick to admit the debt: "I 
don't think it was a conscious decision to do it, 
it just seemed like an obvious name to call them 
as that's what they're called in the arcades and 
in console games." 

THE ACTION isn't 
strictly confined to the 
Addams Family 
mansion either: 
Gomez is free to roam 
the outside 
environment to 
continue the quest. 
Watch out for another 
mansion, which isn't 
all that it seems. 




DESPITE THE FACT that if s based on a 1930s 
satirical cartoon strip (and, of course, a cult 
1 960s TV series) Orion's current movie 
adaptation of Charles Addoms' freaky family 
has become a startling box office success, 
raking in over $100,000,000 in America and 
a staggering £8,000,000 after only five weeks 
in the UK. Anyone fancy betting against 
Addams 2? 



THE STAIRS AND DOORS lead to the first of 16 
distinct levels, each of which has up to 16 further 
sub-levels contained within it (although not all of 
these will be immediately apparent to the naked 
eye). Having delved so deeply into the world of 
consoles for the gameplay, the boys couldn't 
resist the age-old trick of including bonuses and 
short-cuts in hidden rooms, doors and passages. 

THE SCREEN LOOKS a little smaller than you'd 
usually expect, something else that Higgins puts 
down to the influence of the Famicom. "It's 256 
pixels wide and 208 deep," he explains, "which 
is exactly the same as the Famicom - it's just that 
that machine uses pixels like Lego bricks!" 
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THE WORLD'S FIRST 

MULTIMEDIA SYSTEM FOR THE HOME 



A New Age In Home 
Entertainment And Education 



CDTV finds its place alongside the TV and Hi-Fi 
system in the home. It is similar in appearance to ex- 
isting video and CD players and. with its inlra red 
remote control, is just as simple to operate. But that's 
just the beginning. CDTV transforms television from 
a passive to an active medium. The vast storage 
capabilities of the CD make It an ideal mass Informa- 
tion provider, capable ol storing and 
displaying a combination of colour pic- 
tures, text, graphics, voice and stereo 
music of the highest quality CDTV offers 
a new realm of audio and visual ex- 
perience for everyone. Bnimintw 





MUSIC 



FOR REFERENCE 

For ihe classical 
music buff it Is 
jW \ possible nol only 10 
I hear Beethoven's 
Fifth Symphony, but 
to see the orchestra 
perform, follow the score and 
read about the composer's life 
and times. The Timetable of 
Science and Innovation walks you 
through 6,250 key events in scien- 
tific history. It employs animated 
maps to show where every event 
occurred and a visual lift-off from 
the earth's surface. Key events 
are accompanied by audio 
presentations with graphics and 
sound recordings from the archives of (he world's 
great museums. Browse quickly or examine an exhibit 
in detail. 

FOR COLLEGES & BUSINESS 

When Toyota, decided to open a car assembly plant 
in Derby. Derbyshire County Council commissioned 
the production of 'Japan World', a CDTV title which 
allows students to explore and ex- 
perience Ihe Japanese language, 
lifestyle and culture. It also provides a 
valuable insight to businessmen with In- 
formation on Japanese business 
philosophy and negotiation protocol. 
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FOR EDUCATION 

For young children learning lo read can 
be an adventure! In the title Cinderella, 
for example, they can use Ihe remote 
control unit lo click on words and pic- 
tures to hear pronunciations, syllables, 
definitions and second language transla- 
tions. And learning about the world can be fun too. 
The World Vista Alias provides detailed — ^ 
information in words and pictures on Ihe 
history, architecture, language and 
geography of each country. This can be 
cross referenced lo compare with details 
of other countries. reference 

FOR FUN 

There is a wide range of enter- 
tainment titles available 'or every 
age-group. Sherlock Holmes, 
Consulting Detective, Includes a 
video and audio tour of Victorian 
London. Players can choose 
suspects for Holmes and Watson 
to interrogate and can search 
issues of Ihe London Times for 
clues. A CDTV disc's graphics 
capabilities take action and 
simulation games to a new level. 
Falcon makes you a pilot of an 
F-16 fighter and has accurate 
simulations of weapons systems, 
cockpit controls and flight char- 
acteristics allowing you to zoom 
ultimate stunt pilot with extraordinary realism. 




FOR HOBBIES 

CDTV can also enhance your personal 
interests. The Gardenfax Series is 
designed for use by novice or expert and 
provides hundreds of full colour illustra- 
tions, as well as information on planting 
and requirements for care, 
New Basics Cookbook provides full col- 
our Illustrations of recipes, 'talks' to you 
lo offer lips as you coo- and automatical- 
ly substitutes recipes with a dick of the 
remote control. * L£ " UM 
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CDTV offers a seemingly endless range of possibilities for learning, entertainment and enrichment 
for everyone whether In the home, the classroom or In business. 



Are you bored with the TV? Do you yearn for something 
a little more interesting, something which stimulates 
the old grey matter and indulges your desire to be 
entertained? Enter the Commodore CDTV, the world's 
first advanced learning and entertainment system 
which plugs straight into your television. Based upon 
the familiar compact disc player, the CDTV offers a rich 
set of information and communication capabilities. It 
brings together pictures, words and sounds In a new 
format, joining them together in a fascinating world of 
audio visual challenge and experience. 

The multimedia CDTV player combines a professional 
CD audio system, advanced computer technology and 
infra red remote control, to offer a wide variety of in- 
teractive applications. These range from games, music, 
gardening and personal health, to educational discs 
for any level. In addition, CDTV provides high quality 
audio reproduction for existing music CDs. CDTV is 
very easy to use and gives you total control over what 
you see and hear, offering you the chance to learn new 
skills and discover hidden talents 



£499 

INCLUDING VAT & DELIVERY • Order ret: CCD 100Q 



With every CDTV from Silica, you will receive: 
WELCOME ■ A GUIDE TO CDTV 

The 'Welcome' disc replaces a weighty printed manual with col- 
ourful and exciting animation, sound, voices and text. 

LEMMINGS worth: £34.99 

Up to 100 loveable Lemmings drop In lo over 100 screens full of 
danger In this best selling arcade classic 

HUTCHINSON'S ENCYCLOPEDIA worth £49.99 

The first British multi-media encyclopedia. Ii features over 1S 
million words, 700 biographies, 2000 pictures. 150 maps from ITN 
and 200 audio samples from the SBC sound archives. 

FREE HOLIDAY 

HOTEL ACCOMMODATION 

Every CDTV from Silica comes with a FREE 72 page colour 
brochure with accommodation vouchers. These vouchers entitle 
2 people to up to 16 nights FREE hotel accommodation (other op- 
tions allow 4 people to stay up (o 6 nights). There are also ac- 
commodation offers on hotels in London and France. 



PLUS! 



SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT DELIVERY: On all CDTV players Snipped In the UK mainland. 

TECHNICAL SUPPORT HELPLINE: Team ot MM nperts at your SCrvlCB. 
PRICE MATCH: We normally match competitors on a "Same product ■ Same pilce" oasis 

ESTABLISHED 12 YEARS: Proven track record in sales and service. 

BUSINESS * EDUCATION * GOVERNMENT: Volume discounts available for large orders 

SHOWROOMS: Demonstration and training facilities at ou' London & Sidcup branches. 

THE FULL STOCK RANGE: All of your requirements from one supplier 
FREE CATALOGUES: Will be mailed to you with offers and product details 
PAYMENT: By cash, cheque, an major credit cards, or extended payment plan 



RETURN THE COUPON 
FOR A FULL COLOUR 

CDTV CATALOGUE 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 

systems 




MAIL ORDER: 1-4 The Mews, Hatherley Rd. Sidcup. Kent. DA14 4DX Tel: 081-309 1111 

OrOV Un— Opt Ma n -Si eC O— t-BOCt" He UUn HI pit COatilng Fl> to 0BIJDB OSCD 



LONDON SHOP: 

LONDON SHOP: 

Optmng Hniti 

SIDCUP SHOP: 



52 Tottennam Coun Road. London. W1P DBA 

Man-Sal BaOfcn-OOB&r. «C Una CpTilnfl 



Tel: 071 -580 4000 

Fmi No ertJBt4l9 



SelfrlrJges (tst Reon. Olfoid Street. London. W1A 1AB Tel: 071-629 1234 

Miin-Sal 93P— vflDUp- ma MOM THl/«i u"BI flp m i.>-i*cri JB1* 

1-4 The Mews. Hatheney Rd. Sidcup. Kent. OAU 40X Tel: 081.302 8811 

Wan-Sal BCOu-vSlOBo Una Nlgni FrOty unlU 7pm '» Ha: Q SI -309 0017 



To Silica Systems. Dept ONEAM-1291-71, 1-4 Trie Mews, Hatherley Rd, Sidcup. Kent. DA14 JOX 



I PLEASE SEND ME A CDTV CATALOGUE 



Mr'Mrs/Ms: InlUilr. Surname: „ ( 

Address: 



t|M»IM»ttt»»Mt><t>lt*t)lMltlltt 



Postcode: 



tltltMllftltlltHHt 



Tel (Homer- .„._,„ — Tel (Work): 

Company Name (il applicable): ..,.._,„_ _,_ „ 



^Whicfi computerfs). if any. do you own? .7\^ 



First there was the book, then came the film. Now Virgin is developing a 
computer game. Can it do justice to a sci-fi legend like Dune? 




IN SPACE Dune looks 
like any other planet 
in the system. The final 
version will come with 
an automatically 
updated map of the 
globe, showing 
Harkonnen territory in 
red and yours in blue. 

A zoom facility will 
enable you to focus on 
settlements and check 
on motivation and 
production levels in 
any Fremen sietch. 



WANDERING AROUND 
without directions isn't 
recommended - it 
takes just a few 
minutes under the sun 
for you to collapse. 
This doesn't mean 
death, though: in the 
interests of continuity, 
you dream of your 
demise, but wake up 
in the palace a few 
seconds later. One 
way to avoid this is to 
get hold of a stillsuit. 

Worn and 
manufactured by 
Fremen, these recycle 
and preserve your 
body fluids so that 
you can survive in the 
desert for hours. 



PAUL ATKEIDES. son of 



FRANK HERBERT'S Dune has become one of 
the most admired, analysed and imitated 
science fiction classics of our time. It tells the 
tale of a planet that has no water, vegetation or 
obvious means to support life, yet remains coveted 
because of its mysterious reserves of spice. 

The original 1 968 novel was quickly followed by 
four sequels and in 1 984 David Lynch attempted to 
relay the convoluted plot in celluloid. The movie 
bombed. Despite its cast, which included Sting, 
Kyle MacLochlan and Max Von Sydow and some 
spectacularly Gothic special effects, nobody could 
make head or tail of the story, let alone work out 
what all the dramatic music was about. 
Now that it has acquired the licence to produce 



the computer game, Virgin is determined not to 
repeat lynch 's mistakes. The development team 
with the task of coming up with a light design is 
Poris-based Cryo Interactive Entertainment. Cryo's 
first task was to decide which aspects of the book 
they should focus on. They started with lots of in- 
depth research, as Project Manager Philip Ulrich 
explains: "We re-read the books several times, got 
hold of everything else we could find on the subject 
and watched the movie over and over again. 
Whenever we came across somebody who hod 
read the book we asked them what had impressed 
them the most and what their strangest memories 
were." 

Eventually they came up with a checklist of 




PROJECT: Dune 




TO MAKE IT EASIER for novices to get into the game, the emphasis isn't so much 
on exploration as on using the information revealed to you at exactly the right 
place and time. Act on it correctly and you may end up riding through a 
landscape like this on the back of one of the planet's legendary giant worms. 



PUBLISHER: Virgin 

AUTHOR: Remi Herbulot (Design, Coding) 

Patrick Dublanchet (Coding) 

Jean-Jacques Chaubin (Graphics) 

Didier Bouchon (Original Design, Graphics) 

Sohor Ty (Graphics) 

Stephane Picq (Music) 

Philip Ulrich (Project Manager) 

INITIATED: July 1989 

RELEASE: June 1992 



features which had to go in: the desert planet; Its 
native inhabitants, the Fremen; its most valuable 
resource (the mysterious Spice); the planet's giant 
worms; and the rivalry between the House of 
Harkonnen and the House of Atreides. Inevitably 
some of the plot elements have had to be altered, 
but Cryo has been very careful about maintaining 
the distinctive Dune atmosphere 

There were teething problems at first. Virgin and 
Cryo just couldn't agree: "Initially we weren't keen 
on the storyboard," recalls Ian Mathias. "In fact, 
after a lot of talk we eventually told them to forget 
about the whole thing. Then four months later they 
came back with a new version, loaded it up and it 
looked really good." Those changes had been 



mostly structural: the in-game presentation 
sequences had been edited into an introductory 
movie sequence with the main action concentrating 
on the strategy proper. 

The game is aivic ed into two halves, one 
controlled by the evil Harkonnens and the other 
allotted to the clear thinking, honourable House of 
Atreides. As Paul Atreides, heir to Duke Leo, you 
have two objectives. First, gain influence over your 
territory by enlisting the help of the native Fremen 
and encouraging them to mine spice. Then, once 
you've got control over your half of the planet, 
expand by doing battle with the Harkonnens, until 
Dune is yours. 

Right from the start, Cryo has been eager to 




make the game accessible to everyone, not just 
Herbert or Lynch fanatics - and this ts reflected in 
the choice of overall design. Ian Mathias is 
enthusiastic: "The idea is that once you've learned 
how to do something, you get a reward and don't 
have to bother with that part of the game ever 

X' i." For example, the beginning of the 
nture concentrates on spice and man 
management and at this stage Paul needs to fly 
from place to place in an 'ornithopter'. Once his 
psychic powers have been built up through spice 
exposure, however, he no longer needs to travel - 
he can control everything with his mind. 

Typical of this user-friendly approach is the Book 
Of Dune. To save you making notes on paper, this 



VISITS TO VARIOUS Fremen 
leaders and their settlements 
are essential in the first half of 
the game. Once you've 
gained their trust, native 
prospectors will be happy to 
seek out and map the most 
profitable spice mines. Not all 
Fremen make excellent miners 
everywhere: while some are 
nomadic by nature, others are 
only content when mining 
near their homes. Others still 
may not be skilled at mining; 
use these as troops. 
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PROJECT: Dune 
PUBLISHER: Virgin 

AUTHOR: Remi Herbulot (Design, Coding) 

Patrick Dublanchet (Coding) 

Jean-Jacques Chaubin (Graphics) 

Didier Bouchon (Original Design, Graphics) 

Sohor Ty (Graphics) 

Stephane Picq (Music) 

Philip Ulrich (Project Manager) 

INITIATED: July 1989 

RELEASE: June 1992 




MOST OF CRYO'S graphics start life as pencil drawings and arc then 
scanned into the computer. Graphic artists Jean-Jacques Dublanchet and 
Sohor Ty men make alterations and add colours. 




IF YOU WANT to win, nothing 
less than domination of the 
entire planet will do and the 
only way to accomplish that is 
all-out war. This scene of night- 
time firing, incidentally, was 
inspired by Gulf War footage. 



personal diary, accessed from the main 
control screen, records all your discoveries 
automatically. Should you forget that 
essential bit of inside information you 
learned two journeys back, oil you have to 
do is gel out your notebook. 

A crucial part of any interactive strategy 
adventure is the control system. Eighteen 
months into development, both Cryo and 
Virgin are very pleased with their attempt. 
It's all been squeezed into a compact 
panel ot the base of the screen and 
despite the wealth of interactive elements 
liable, icons and menus have bee 




WITH A FEW minor exceptions, most of the novel's main characters have 
survived translation into the game. The officials of the House of Atreides 
provide valuable clues and advice on how to tackle the planet and you 
can charge up to two characters to follow you around as personal 
advisers ot any stage. 



avaiiaoie, icons ana menus nave Deen 
kept to a minimum. "If s fairly simple to getto grips with," says Malhios. "If s 
all point and click and leads you into the octions very easily. The best thing is 
that it's so intuitive. If you want to talk to somebody, you do the obvious - just 
click on them and you're immediately rewarded with a speech bubble." 

Most of the programming spadework has now been done. The lead 
development machine is the PC and work is currently underway to convert its 
256 colours |if you think the graphics shown are particulariy impressive that's 
because they're taken from the PC version). This will be the only major 
difference - the gameplay will be exactly the same in both, although Cryo will 
have to do some clever compression to cram 50,000 lines of code (and that's 
just for the main boay of the proaram) onto two or three disks. 

When the finished product finally makes it to the shops, if II be eight years 
since David Lynch's Dune first hit the screens. Virgin remains unruffled: "Dune 
still has a strong cult following. The game is bound to do better than the film." 




EARLY ON in fhe gome, fhe ornithopter is your only means of transport. 
Flying is totally computer controlled as Cryo has opted not to include too 
many arcade elements. In some situations, giving the vehicle the correct 
directions is absolutely essential. 



PAUL DERIVES most of his 
psychic powers from his 
mother, the Lady Jessica. She 
provides useful advice early on 
and is later able to use her 
special powers to locate secret 
rooms in the palace. It doesn't 
take much probing to get her 
to seek out a selection of 
otherwise impenetrable 
chambers, including essential 
armoury and 

telecommunications rooms. 



VIRGIN HAS the rights to 
reproduce the faces of all the 
actors from the movie, except 
Sting. As Cryo had already 
come up with a very passable 
version of the megastar's face, 
some last-minute doctoring 
had to be done to comply with 
the rules. This new, updated 
version features most of the 
original portrait, with a few 
facial characteristics altered 
and much of the hair removed. 



CONVERSATION HAS been 
structured with novices in 
mind. Characters explain all 
their statements, defining new 
plot elements as they appear. 
From idle chatter you team 
about your home planet, the 
Fremen, the Harkonnens and 
spice. This blue-eyed Fremen 
may or may not be the woman 
of your dreams - as Paul, your 
search for your soul mate is 
confused by another female. 



1 



THE REAL DUNE 



ON ITS PUBLICATION in 1968, Dune won 
Frank Herbert both the coveted Nebula and 
Hugo awards for science fiction literature. At 
the heart of the story is the most valuable 
commodity in the universe - spice. Spice, 
otherwise known as melange, is only found 
in the sands of Dune, prolongs life, extends 
consciousness and is used by navigators fo 
travel through space. The action of this drug- 
dominated universe focuses on the rivalry 
between the Houses of Atreides and 
Hadconnen, but what makes the story so 
compelling is the degree to which this highly 
derailed, self-contained world is underscored 
by a sense of vision and mysticism. Paul 
Atreides isn't just a hero, he's also cast as a 
kind of Messiah. There are four further novels 
in the Dune saga: Dune Mess/ah, Children Of 
Dune, God Emperor Of Dune and Heretics of 
Dune. Despite its failure at the box office, the 
film is worth watching - but be warned, 
you'll only be able to make sense of it if 
you've read the book... 
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Everyone's favourite multi-format games magazine 
doubles its action factor next month with a stun-V 
ning front cover disk catering for PC Amiga and St\ 
owners. A thrilling blend of demos and complete\ 
games, the disk will reflect Ace's determination to deA 
liver the earliest news of the hottest games, giving you\ 
the chance to sample and play the latest releases on 
your own machine - what better way to get a taste for 
that new title? 



v 





ACE continually leaves the competition standing by running ex- 
clusive pictures, previews, development reports and Tricks and 
Tactics on the games that YOU want to know about. 

We provide a breadth of coverage unavailable in any other 
magazine, reviewing and rating EVERY major new release with 
handy at-a-glance icons and scores. Each issue carries reviews 
for more than a hundred currently available titles. 





The best games of the month receive the special ACE Screen- 
test™ treatment, a glorious SIX-PAGE examination of all as- 
pects of the title, detailing plot, action, difficulty, longevity and 
(most importantly) entertainment value in more depth than 
any other magazine on the market. 



ACE March - Out February 8th 
£2.75 with Tri-Format Disk 



FEATURE 



Can the first Amiga-compatible piano tutor teach an idiot how to 
play? Kati Hamza investigates. 



THE KEYBOARD Itself covers 
five octa\es, has touch- 
sensitive keys, tn-built 
speakers and 128 preset 
sounds. You can connect it to 
a stereo or headphones (a 
small pair Is included in the 
package) and there are MIDI 
In and Out sockets, although 
no MIDI Thru. The keyboard 
connects to the 
Amiga via a cable 
which plugs into 
your computers 
serial port. 
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LESSONS DOST get down to the nitty gritty right away. The piece you're 
about to learn is Tirst put into brief historical and musical context; If you 
want to, you can click on highlighted words for more info on specific 
points. Occasionally, lessons are punctuated by brief multiple choice 
tests designed to make sure you've rememln-red wliat you learned. 




OK. SO ITS NOT the ultimate in sophisticated gaming, hut there are worse 
ways to learn a bunch of notes than by shooting a flight of ducks. 



YOU'RE IN A LARGE, elegant mansion. As you enter the music 
room, your feet sinking Into the richly carpeted floor, a grand 
piano looms into view. It takes exactly zo seconds to whip off 
your Jacket, and in another 10 you're on the piano stool, your pliant 
fingers poised over the keys. There's a hush of anticipation, a rustle 
of excitement. Then you begin 10 play... 

In this kind of daydream, what comes next is always so easy. Your 
hands glide effortlessly from black note to white note, jump octaves 
with the greatest of ease and twist elegant fingers around scales, 
chords and arpeggios as If they were created just to tickle the 
vorles. What a shame that in the real world you think scales are for 
weighing bananas and wouldn't know a treble clef If it slapped you 
in the face. You may be dreaming about being another 
Uberaoe but nothing short of a miracle is going 10 turn you 
into one. 

And by extraordinary coincidence, Mindscapc is 
offering you exactly diat. The Miracle piano teaching 
system kits you out with a keyboard, a foot pedal, 
earphones and 40 progressive piano lessons designed 
to guide you from total Ignorance to a spectacular 
rendition of Handel's WarerMuHc in six to iz months. What's 
unusual about the whole six-module extravaganza is that it plugs 
into the back of your Amiga and loads In all of its lessons from disk. 

Apart from the obvious saving on formal piano lessons (not to 
mention volumes of music books), there's another major advantage 
to this computer-based tutorial, it's inieractive. so the lessons adapi 
to your rate of progress. The system doesn't just monitor your 
mistakes either it also tells you how well you've performed and 
repeats exercises when it thinks you need more practice. Each timi- 
you play, your position in the course is saved automatically; the next 
time you switch on you can start exactly where you left off. You can 
even consult an up-io-date analysis of your progress, complete with 
statistics on your overall performance, rhythm and pitch. 

Ah hough you can use the Miracle as a refresher course if you're a 
reasonably experienced keyboard artist, the package is designed 
with absolute beginners in mind. Lessons take you from the basics 
Iposiure at the keyboard, correct positioning nf the fingers), through 
basic tunes played with right and left hands, to more advanced two- 
handed pieces incorporating chords and complex rhythms. 

The system is highly structured, easy to digest and (barring the odd 
cramp in your little finger) practically pain-free. Each lesson 
concentrates on learning a single piece of music (something safe like 
Twinkle Twinkle Utile Star) and guides you through the process step- 
by-step, using a combination of text, animated visual aids and music. 
You hear the piece several times before you actually play It: if you 
don't get it right first time you simply keep on trying till you do. 

Once you've mastered a piece, the lesson takes you through several 
more practice attempts and imroduces you to the metronome (for 
the correct tempo) before a climactic no- holds-barred perfonnance 
with simulated orchestra. Hold your own and you're considered to 
have completed the lesson: if you've got a printer you can even prini 
out a certificate to say so. 



A MUSICAL NOTE 

The Miracle requires an Amiga with at least 1Mb of RAM. Although 
you don't actually need them, an extra floppy drive, or better still 
a hard drive, are recommended. If you do only have a single drive 
you should think seriously aboul upgrading before purchasing the 
package - otherwise the amount of disk-swapping you'll have to 
do could take all the joy out of your Miracle 



MIKAO.ii 



36 



THE OhJE MARCH I 'W2 



It doesn't take long to feel a 
certain sense of achievement, 
which Is in fact the whole point. 
Within the first half hour, the 
Miracle has you playing a fully- 
fledged tune and starting to 
read music. Every lime you do 
something reasonably well it 
tells you so; if you mess up, it 
pinpoints where you've gone 
wrong, then praises you when 
you finally gel it right. The 
process is reassuringly human. 

But is it worth it? Although it's 
nowhere near what you'd have 
to pay for a real piano, £299 is 
still a lot to fork out for a 
jazzed-up keyboard — you could 
certainly spend a lot less on a 
basic Yamaha or Casio and a 
cassette-based tutor. 

In the end It all comes down 
to what you need. The Miracle 
offers an independent keyboard 
(you only need the Amiga to 
play the software, not the 
music), plus one of the most 
user-friendly teaching methods 
around. Watching the notes 
played on screen, taking lessons 
especially tailored to your 
ability and getting direct 
feedback from your computer Is 
definitely more advanced than 
poring over a bog-standard 
book- 
As a keyboard or a MIDI 
instrument on the other hand. 
It's no great shakes. The internal 
sounds are reasonable enough 
but tend to err on the side of 
function rather than quality. As 
for the orchestral 
accompaniments, although it's 
fun to notch up the playing 
experience, the tone is 
definitely short of miraculous. 
The choice of music is distinctly 
middle of ihe road, which is fine 
if you're into Puff The Magic 
Dragon and Star Wars. 

So if you want street cred, 
loads of backing patterns plus 
bags of prestored rhythms and 
harmony effects, teach yourself 
to play an ordinary keyboard. If 
you want to read music and 
learn to play more conventional 
piano runes, but don't want to 
spend a fortune doing it. Invest 
in a Miracle instead. 




THERE'S NOTHING TOUGH about Rtpchord. If you play the light 
chords the parachutists land safely - if you don't, thvydic. There's 
just one problem: the whole thing can prove a tad slow. 




OF THE FOUR. Aliens' has to be the most cinematically evocative 
of the sub-games. The alien spaceship beams down and plays a 
series of notes. When they've finished, it's up to you to copy 




THE JUKEBOX isn 'r designed to teach -just select any song from 
the Miracle repertoire and it plays it i\ith complete orchestral 
accompaniment and no metronome. According to the manual, it 
comes in particularly handy at parties^. 



PLAYS 




ANATOMY OF A MIRACLE 



Although you're likely to spend most 
of your time working through the 
lessons, the Miracle's software is 
actually divided into six distinct 
modules. All are easily accessible 
from the main menu. 

THE CLASSROOM 
This is the place you go to learn. 
Normally you simply follow the 
lessons in order, but you can skip a 
chapter or revise a subject that 
you've already covered. 

ARCADE 

Miracle learning is designed to be 
fun. There are four simple arcade 
games to choose from (Ducks. 
Ripchord, Aliens! and Jukebox), each 
of which is designed to help you 
practise a particular aspect of 
technique: chords, memorising note 
sequences or learning new keys. 

STUDIO 

Although this isn't intended to 
replace sequencing software, the 
Studio does allow you to record and 
play back up to seven tracks of 
superimposed music. Basically this 
means recording different parts, say 
for drums and bass, then playing 
them back simultaneously as a single 
piece of music 

ADMINISTRATION 

This system setup screen is the place 
to log on new users, and define 
settings for factors such as the foot 
pedal, orchestra and metronome 
volume. From here you can also 
check up on your progress and print 
out your certificates. 

PERFORMANCE HALL 
Feel like impressing your friends? 
Visit the Performance Hall any time 
to show off your keyboard prowess 
with full accompaniment courtesy of 
the Miracle orchestra. 

PRACTICE ROOM 

Allows you to practise any of the 
songs featured in the lessons, plus a 
further repertoire. You can practise 
the piece alone, play one hand while 
the Miracle plays the other, or get 
back to basics and check out notes 
and rhythm. 
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A.J. P.O. L 

17 WATSON AVENUE 
ST ALBANS 
HERTS 
AL3 5HP 
(DEPTCU) 



Make Cheques and 
Postal Orders payable to 
AJ.P.D.L and send Iheni 
to: 

17 WATSON AVENUE, 
ST ALBANS, HERTS 
AL35HP 




PER DISK 
INCLUDING 
P+P 
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D001 


Qassic Demos 


Igooi 


Missile Command 


D002 


Stctlthy 2 


Ig002 


Pontoon 


D003 


Reel Manoeuvres 


■ G003 


Risk 


D004 


Iraq Demo 


Ig004 


Star Trek dl 


DO05 


Naughty Slideshow dl 


■ GOO 5 


Stir Trek d2 


D006 


Naughty Slideshow d2 


IG0O6 


3d Tctris 


D007 


Safe Sex 


Ig007 


Tetris 


D008 


Iron Maiden 


Igoos 


Pak Man 81 


DC09 


Lows Car Chase 


|G009 


Monopoly 


DO 10 


Robocop 2 Slideshow 


Igoio 


Games Galore 


D011 


Naughty Cartoons 


■go 11 


Chess 


D012 


Robocop 15 seconds 


■ 001 2 


Games Disc 


non 


Total Recall 


lc<013 


Flaschbler 


D014 


EvU Dead 


■ GO 14 


Video Tennis 


DO] 5 


Alternative Neighbours (X) 


Igoid 


Holy Grail 



Free Catalogue with every order. 
No Minimum Order. VIRUS FREE 
Orders despatched within 24 Hours of receipt of 
order. 

If you cannot see the disc you are looking for send us 
details and we will get it for you for no extra charge. 



MUSIC 

Debbie Gibson - Electric 
Youth d 1 
: Debbie Gibson - Electric 
Youth d 2 
I M003 Madonna - Spanky 
|M004 I'etshop Boys - Always on 

My Mind 
IM005 Jean M Jarre - Docklands 
M006 Music Invasion 2 
M007 Betty Boo dl 
M008 Betty Boo d2 
M009 Madonna - Vogue 
M010 Baldancc Mcgamix 
M01 1 Madonna - Like A Virgin 
M012 Eve Of The World 
M013 Yellow Mcgamix 
M014 Queen- Flash dl 
M015 Queen - Flash d2 
M016 Loadsamoney Rap 
M017 Pet Shop Boys 
M018 Jean M Jarre - Live 
M019 Genesis 
M020 Sam Fox (X) 
M021 Queen and Black Box 
M022 Dire Straits 
M023 Bomb The Base 



AMIGA FAULTS 
REPAIRED 
Quality work done for 
only £23.50 

A500, 1000, 1500, 2000 k A590 



AMIGA NEEDS HELP?? 



For peace of mind, speed & 
postage charges paid, call 
for our fixed price offer 
anywhere in the UK! 

Includes free piece 
of software! 





STAR ASSOC. COMPUTERS 
Ring Our Engineers on 
081- 961 5366/4412 



UTILITIES 



U001 


Master Virus Killer 


U002 


Mega Utils Disc 


U003 


Amibase 


U004 


Qbase 


U005 


Spreadsheet 


U008 


Journal 


U007 


Text Plus 


LOOS 


CU Tutor 


U009 


ZX Spectrum Emulator 


U010 


Commodore 64 Emulator 


U011 


Dark Star 


U012 


Game Music Creator 


U013 


Sun Dragon Uuls 


U014 


DCopy 


U015 


Zodiac Compactors 


U016 


Digi Tech UUJs 


U017 


Wiz Base 


U018 


C - Light 


U019 


Jazz Bench 


U020 


Noise Tracker 


U021 


Blorhyihms 


U022 


North Sea 1.3 


U023 


M-Cad 



RECOMMENDED 
UPGRADES FITTED! 
(Or supplied) 

lMb-8Mb Mem upgrades 

Emulators 

Double sided/drives 

Hard disk drives 

+ more 



Shop 10, Bridge Park, Harrow Road, Brentfield, London NW10 0RG 




DIAL * A * GAME 
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SEND NO 
MONEY 
POST NO 
BILLS 


HUNDREDS 
OF GAMES 
IN STOCK 


POST NO I 
LETTERS 
INSTANT 
SERVICE | 









DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 

Normal Phone Rates 
Open Early until Late, 7 days a week 



ATARI ST/STE - AMIGA 



Games (or REVIEW or PURCHASE 
TRY before you BUY 
At least 15 % oft all software Guaranteed Originals 
We have the LOWEST Membership & Review Fees of any 
ST & Amiga Club 
Swop your originals in our SWOPSHOP 
(ALSO MOST MAJOR CONSOLES) 
From only £2.50 a title 
SPECIAL MARCH OFFERS FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of 
Membership Interaction 

Please STATE FORMAT and cnclorf a LARGE S.A.E. • 30p stamp 10: 
Cum -Com Software (International), 
Dcpt THO. Gardener's, 63 Kings North Road, Ashford, Kent TIS23 2 HZ 
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FEATURE 



When a company produces a game, you normally hear it first 
right here in The One. But how do we find out about it? Crystal 
balls? Divine intervention? Nope, from people like Woody... 
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DANIELLE WOODYATT (or Woody as 
she's usually known) is one of the most 
respected PR people in ihe business, having 
been responsible for many of the greatest 
press outings and industry events to date. 

Her humble beginnings were in the 
fashion industry, out looking for o new 
direction she leamt of a job at US Gold 
from a friend, applied and got it. 5ince 
then, she's managed to organise some of 
the most professional and entertaining 
promotions in the industry. It wasn't always 
so: in fact, her first presentation to an 
audience of merciless journos was far from 
smooth.The game was Dream Warrior and 
the night before was spent playing the 
game thoroughly. She learnt every nook 
and cranny and turned up the next day a 
nervous wreck. She took hold of a joystick, 
started to play the 
game and forgot 
all about actually 
■ presenting it, while 
I the assembled 
' crowd became 
more and more 
bored. 
So why does she 
still do a job that causes so much 
embarrassment? "It's a brilliant industry to 
be in. There are just so many characters 
like Goran [Brennan - ex-editor of The 
One] and Gary [Williams - publisher of 
ACE magazine]. The first time I met those 
two had to be one of my worst moments. I 
was so nervous." Their legendary 
mickey-taking probably didn't help either. 

They're not the worst people Woody's 
had to put up with in her time, though. A 
certain director of Ocean showed his 
character at her very first PC Show. Having 
spotted Ms. Woodyatt at the US Gold 
stand, the irrepressible Gary Bracey made 
his way over and in a dead calm voice 
made a rather personal proposition over 
the public address system. In no uncertain 
terms he asked her if she wanted to get to 
know him, ohem, in the biblical sense. 
Needless to say, she nearly died of 
embarrassment. 

Times hove changed since then, and 
Woody has risen to the auspicious position 
of Group Public Relations Manager, 
responsible for the complete public 
awareness of US Gold products. In her own 
terms she's "the voice to the public", 
ensuring that the name of US Gold is 
synonymous with quality. 
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LEMMINGS 

Published by: Psygnosis 
Released: 1991 

A compilation wouldn't be 
complete without the furry 
little rodents popping up at 
some time or another. 
DMA's classic puzzle game 
has become as familiar as a 
shadow and as oft -played as 
Kick Off. 

Lemminp 2 should be 
appearing later this year, 
promising all-new features, 
new lemmings and just as 
maddening puzzles as the 
original. 

# "Lemmings was an 
exceptionally original game 
that took the industry by 
storm. It was the most 
original concept of 1991." 

SONIC THE HEDGEHOG 
(on the Sega Mega 
Drive) 

Published by: Sega 
Released: 1990/1 

If any game character 
summed up gaming 
excellence last year it was 
Sega's spiky-haired hero on 
the Mega Dnve. Barring the 
Mano series, no game has 
ever induced such interest in 
a console, taking it to the 
point where people were 
buying Mega Drives just so 
that they could play the 
game. 

Essentially, Sonic Vie 
Hedgehog is just a glorified 
platform game, but the speed 
at which everything runs and 
the colourful graphics make 
it a winner. Plans for a home 
computer version have been 
bouncing back and forth 
between US Cold and Virgin 
for some time now, but it 
seems as if Sega may hold 
onto the rights until a few 
sequels have really whetted 
the appetite, 



• "He's blue, spiky and 
speedy, and very cute!" 

RAINBOW ISLANDS 
Published by: Ocean 
Released: 1989 

One of the all-time classics, 
Rainbow hlands is just as 
playable today as it was 
then Critically acclaimed by 
virtually every magazine 
under the sun, the sequel to 
Bubble Bobble saw a hapless 
Bub struggling to teach the 
top of each level by firing and 
climbing on his rainbow 
bridges, all before the rising 
water level overtook him. 
Craftgold is the team 
responsible for bnnging such 
an addictive and playable 
game to our screens and is 
soon to deliver the third title 
in the ongoing series, Parasol 
Slats (expect a review next 
issue). 

• "Cutesy, classic and in one 
word (or two), Icthally 
addictive - a must buy!" 

ROBOCOD 
Published by: 
Millennium 
Released: 1991 

Another cute platform game, 
but what a good one 
RoboCod is the sequel to 
Millennium's earlier effort 
James Pond - and is packed 




full of all the best bits of that 
title, combined with 
elements of practically every 
other platform game that is 
still around, ranging from the 
Mario series to Sank Vie 
Hedgehog. 

• "Highly addictive. 
RoboCod boasts stacks of 
top-notch and varied 
gameplay - the important 
element to a good platform 
game." 



THE SECRET OF MONKEY 
ISLAND 

Published by: Lucastilm 
Released: 1990 

If there's an adventure game 
that you can guarantee has 
been played by 95 per cent of 
the computer owning 
fraternity, this is it. 
Lucasfilm's first major foray 
away from its Indy titles 
proved to be a resounding 
success and the adventures of 
Cuybrush Threepwood have 
become as well known as the 
guy with the whip. 

Monkey Island is the comic 
tale of young Guybrush's 
adventures as a 
pi rat e-in-t raining. Taking on 
everything from The Three 
Trials to the dreaded ghost 
pirate LeChuck, it's one of 
the funniest games ever to 
appear on a computer. 

• "The most talked about 
adventure game ever This is 
Lucastilm doing what they 
do best, only better." 

ANOTHER WORLD 
Published by: Delphine 
Released: 1991 

Delphine has made quite a 
name for itself recently: 
Future Wars, Operation 
Stealth, Cruise For A Corpse 
and now its latest classic - 
Another World. 
The game is played in a 
similar style to Readysoft's 
Dragon's Lair but allows you 
far more control over the 
central character. The use of 
special 'cinematic' effects 
(such as zooms, camera pans 
and close-ups) adds to the 
incredible atmosphere 
generated and helps to draw 
you into the game. It's set to 
become a landmark in 
computer software and even 
if the lasting appeal is 
somewhat questionable, it 
shows that Delphine has got 
access to a remarkable 
gaining system and bodes 
well for the future. 

• "Another World is simply 
out of this world (groan) - 
one of Its kind." 
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COMPETITION 



WIN! AN AMAZING 

mm 401 



IMAGINE THE SCENE. A lovely sunny day at the seaside 
with your whole family (including your granny) relaxing 
on the sandy beach, me waves gently rolling in and 
out, just reaching the edge of your feet before turning 
back. Off to your left a bunch of toddlers are sat 
around a striped booth, spellbound by the Punch 
And Judy show taking place inside. Behind 
you, the lights of a giant Ferris Wheel blin 
in their itythmic pattern, the fairground 
music drifting melodically across 
the beach. Everywhere you look 
you see signs of the great British 
holiday and your heart fills with 
pride. Wouldn't you just love to 
capture this scene forever? 

But horror upon horrors! You don't have 
a camera with which to permanently record 
the moment. Well, your troubles could now 
be at an end, thanks to those lovely people at 
Sierra. To celebrate the highly successful leisure 
Suit lorry soga. Sierra is giving away the very 
camera that Larry would nave loved to use on his 
many female admirers (after all, it does have 
zoom facility)! 

What'ya gotta do then? Couldn't be easier (well, it 
probably could, but it isn't - so there). Simply think of a chat- 
up line for Larry. A line that would guarantee to bowl the intended 
victim... er, I mean lovely lady off her feet (now obviously if you are a 
lovely lady, you've probably got something of an advantage here as 
you would know what kind ofa line woula knock you off your feet. 
Still, there's nowt wrong with that). 

Your line can be as long as you like and as graphic as you dare, 
just bare in mind that this is a family magazine and we will have to 
print your answer (so nothing too rude!). Get your entries to us by 
March 28th and include your name, address, telephone number (if 
applicable), vital statistics and any other information that you think 
would be helpful {such as mentioning that your sister is Miss World or 
your brother is the 1985 South Shields Heavyweight Boxing 
Champion or something). Send everything to: Candid Camera, The 
One, Priory Court, 30-32 Farringdon Lane, London, EC1R 3AU. 



1 . Entries arriving after March 28th have come too 
late. 

2. Employees of EMAP Images or Sierra are 
forbidden from entering. Anyone that does must be 
some kind of PERVERT!!! 

3. The editor wears a large medallion over his hairy 
chest so his decision is final on all matters and no 
correspondence will be entered into. 
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THE LEERING Larry Latter in all his lecherous glory. 
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Another Woild 
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•Bank Bound 
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■Bill Elliot* Challenge 

Binl*Of Prey (Hawk) 
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80*100 Bomb Club 
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'Cardinals of the Kremlin...... 
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•Chinto* Revenge 
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Hudion Hawk— 15.99 

Hard Nova 15.99 

Hunitr 19.99 

Jimmy White Snooker 18.99 

'Joe Montana Football 16.99 

•lohn Madden Fnnthall . .., 16.99 

King* Que*l V _26.99 

Krughtmarc ,..,__,_ 19.99 

Knigmvofthe Sky.- 23.99 

Last Nmja 111 15.99 

Leandcr 18-99 

•Lenurc Suit Larry V..._ —26.99 

Lemming* .. .._ — - 1 6.99 

Lemming* Stand Alone 1 6.99 

Oh No More Lemmings 16.99 

Lord of ihc Ring* — —..16.99 

Lotus Espni II 13.99 

•Lure ofthcTcmptrew 18.99 
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Maddog WiUums 21.99 

Magic Pocket* 16.99 

Manchester I' Id Europe 15.99 

•Maupih bland _ „ 16.99 

MegoLo Mama 19.99 

•Mega Twin* 16.99 

MteropniMT Golf 2.1.99 

Midwiniet U 11.99 

•Might A Magic 21.99 

•Mrwnbnse 22.99 

Moonstone - 2 1 .99 

Monkey Island _____ 16.99 

•Monkey bland II 17.99 

•Myth ..___, , u,^... 15.99 

Outrun Europe ._.______ 1 6.99 

Pang 15.99 

Pan/a Kickbosing...-. 16.99 

PifabPl U 16.99 

Pegasus 19.99 

PGA Tour Golf N/A 

PGA Plui „.„„„ N/A 

PGA Data Piatt- - N/A 

Piilighier 15.99 

Pool* of Darkness _____ ___..._ 1 99 

Populous II ___ 21199 
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R'R'I* Baseball II ...... 
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Rik of me Dragon ... 
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Rolling Ronny -_,_..,-_._... 15.99 

Rubicon _.__.__. — 16.99 

Rugby Woild Cup 16.99 

Savage Empire -___-_.., 19.99 

•Search lor the King _._19.99 

Shadow Sorccrar.,„_._.______17„99 

Shuttle Ihe Simulator 27.99 

"Seigc Master 16.99 

Sikni Service II - 23.99 

•Sim Earth 16.99 

Sim room 15.99 

SmiwhTV 15.99 

•Space 18H9 16.99 

•Space Ace II iB.-rb Re*enge)26.99 

Space Crusade I5..99 

Space Gun 15.99 

Space Quest IV .26.99 

•Special Forces 23.99 

Star Flight II 16.99 

•Star Trek V , 16.99 

Strike Fleet , 16.99 

Super Spucc Invader* 16.99 

"Suspicions Coign 16.99 

S W AP _,__■__„■,_, 1 6.99 

The Adventures of RobinHood 16.99 

The Godfather 20.99 

Tcnnmaior II ___________ 15. 99 

Ten Drive ID 19.99 

Then Finest Hour __. 19.99 

Their Finest HoutMission Disk 12.99 
Thumlerhawk 1 7.99 

Tip Off. 15.99 

TOki .__„_ | 15.99 

Total Recall 1 5 .99 

•Turtles Arcade 16.99 

TV Sport* Boxing— 1H.99 

Twilight 2000 .23.99 

•Ultima VI 20.99 

Utopia 19.99 

Vengence of Escalibur 18.99 

Videokid ,__.15 99 

'Volflev 21.99 

Vrnom 16.99 

Wild Wheels 13.99 

WizKid 14.99 

Wolfchild 17.99 

World Class Crick- 19.99 

World Class Rugby 16.99 

Wmili of the l>amon 19.99 

WWF. _ _.15.99 
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BOARD GENII'S 
Moni^lyiAmgaOoly). Sciabbk. Cluedo Mosicr 
Detective. Risk 



NINJA COLLECTION 
Double Dragon. Shado- Warrior. Dragon Nmja 
El_°9 



HOLLYWOOD COLLECTION 
Kobocop, Ghihibu-cn> II. Indiana Juno 
Movie 
1 1 7.9V 
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PflWER PACK 

Xenon 2. TV Sporu Football. Bloodwych. Ij-mhanl 
Rally 
1 14.99 



I IN GREAT GAMES 
Xenon II. Ferrari Formula I. Pro Tennis, RKk 
Dangcrou*, Solon. Pkk ec Pik. Chicago 90. Super 
Ski. & mote 
119.99 



MAGNUM 4 
Arwrbumct, Dnublr Dragon. Operation Wnll. Batniun 
Capcd Crutadet 
[Ib.9V 



POWTR UP 

Altered Beast. Rainho- bland. X Out. Chan 
Turrican 
£17.99 
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SOCCER MANIA 
Football Manager 2, Gar/as Soccer, Micmrnote 
Soccer, F/Ball Man World Cup Edition 
£9.99 



DOUBLE DRAGON BILL 

TV Spurt. Fooihall. Lords of the Rising Sun. TV 
Sports Basketball. Wing* 
£20.99 



FLIGHT COMMAND 

Eliminator, Strike Force Harrier, Lancaster, Sky 
Fas and Sky Chase 
£12.99 



AIKSRA SUPREMACY 

Silent Service.Camer Command, P47, Gunihip, 
FI5 Strike Eagle (ST only), Wings (Amiga only) 
119.99 



COMF1 TER HITS VOL 2 
Tens. Joe Blade. Golden I^Ui. Block Shoik<- 
Eft.99 



combatac.es 
Fighter Bomber, Gunship. Falcon 
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£6.99 



QUEST ANDOLOHY 
Cada*er. Midwinler. Btoudwsvli. BAT I Amiga only), 
bunion) 1ST only) 
£19.99 



TOPI.EAGIT 
Spredhall II. R«k Dangerous II. TV Sports Fooiball 
Miduimcr^akon 
£19.99 



FOUR WHEEL DRIVE 
Lotus Esprit. Celkn GT4 Rally. Team Su/uki. 
Combo Racer 
£17.99 



QUEST FOR ADVENT!' RE 
Operant" Stealth, lndy Jones the Adventure, Mean 
Streets 
£11.99 



MAX 

Turn tan II, Swiv, Mght-utt, ST Dragon 
£19.99 



CAPCOM COl.LH TKIN 
Stridcr, Stridet II. Ghouls & Ghosl*. Led Storm. 
Forgotten World*. Dyna»ty War*. Lasl Duels 
£19.99 



BICi BOX 

Captain Blood. Safari Guns, Teenage Queen,Tin 
Tin On The Moon. Purple Satin Day. Krypton 
Egg. Jumping Jackson. Bo Bo, Hoslagrs 
£16.99 



CtlMPENDIUM 
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& Numbers game 
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RECKON YOU'RE HARD? RECKON YOU'RE TOUGI 

RECKON YOU KNOW ABOUT GAMES? 

RECKON YOU MUST BE 
READING COMPUTER AND 



VIDEO GAMES, THE 





1AND-HELD 

Iag IS 



>0 GET CVG AND GET SERIOUS 
ABOUT COMPUTER GAMES... 



WE ARE. 
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WHAT'S TICKLINt 
THE TEAM 



THE ADVENTURES OF 
WILLY BEAMISH 

(Dynamix) 








64 


48 


INDY HEAT 






(Storm) 




49 


BIG RUN 




(Storm) 




50 


KID GLOVES 2 


66 


(Millennium) 




52 


VIDEO KID 


70 




(Gremlin) 


72 


54 


THE MANAGER 


(US Gold) 




57 


4D SPORTS DRIVING 




(Mindscape) 




60 


DYNABLASTER 




(Ubisoft) 





Who, what, where, 
when, why and 
how- Everything you 
ever wonted to know 
about the latest games 
that others couldn't tell 
you. Here at The One, 
we strive to bring you 
the most informative 
guide to whether or 
not you should part 
with your cash. Our 
unique reviewing style 
lets you feast in the 

Juafity (high or low) of 
le graphics, while our 
expert gamesplayers 
tell you everything 
else. Why bother with 
expensive imitations? 



GRAPHICS 

Do (he reds go well with the blues 
or do you just get a purple haze? 
Quality counts as well as quantity. 



SOUND 

A lest of quality and aptness. Does it 
suit the mood or do you get brass 
bands during a funeral? 



BLACK CRYPT 

(Electronic Arts) 

PGA TOUR GOLF 
COURSES 

(Electronic Arts) 

HARPOON - THE 
MED CONFLICT 

(Three-Sixty) 

SHADOWLANDS 

(Domark) 

STEEL EMPIRE 

(Millennium) 

LEISURE SUIT LARRY 
5 

(Sierra) 




DURABILITY 

Will it gather dust after a few weeks 
or will it be in and out of your 
computer so often it gets dizzy? 



4 



PLAYABILITY 

Does it handle like a Ferrari or a 
Sltoda? Is it o prize marrow or a 
prize turkey? This is the big one. 



OVERALL 

All the rest combined and then some. This is the one you should 
listen to, it means business! 



PAUL PRESLEY 

Prez made quite a 
discovery this month, 
After inheriting (he 
ex-boss's old Mac to 
work on, he 
discovered a whole 
horde of Moc games 
and loads of silly 
noises, all hidden 
away. No wonder the 
old boss never got 
any work done. 



JOOLS WATSHAM 



Jools was just up to 
his armpits in games 
this month. Willy 
Beamish is his current 
fave rave, replacing 
his previous 'number 
one', Magic Pockets. 
The only other game 
in his life at the 
moment is Impossible 
World, What is it? A 
game that he's 
actually designing 
and programming 
himself! Can't wait... 




i 



BRIAN NESBITT 

The master of the Tips 
section hasn't been 
playing many games 
this month. The only 
ones he's been 
anywhere near are 
the Robocod, 
Populous II and 
Cadaver - The 
Payoff. Haven't any 
new games caught his 
eye? Only one, 
Shadowlands, and 
rightly so. 



GORDON BARRICK 

Gordon was all set to 
review Black Crypt 
this month. He'd got 
his rubber sword out 
of the cupboard and 
was just chomping at 
the bit, waiting lo be _ 
let loose. W^' 
Unfortunately, we B. > 
gave it to someone 
else as he's far too 
busy desiging the 
magazine (or at least 
laf s what he's 
(ways telling us). 
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THE 

ADVENTURES 
OF WILLY 
BEAMISH 

1MB REQUIRED 
2 DRIVES 

PRICE 

£34.99 

OUT 

NOW 

GRAPHICS 






AHH, REMEMBER THE 
DAYS when youcould 
lounge on the field at 
lunch time, soaking up the hot 
sun. Then the lesson bell would 
ring and it was time to go to 
English with the crinkly old 
teacher. Everyone would try to 
annoy her as much as possible, 
until she finally broke down and 
called the headmaster - then it 
was time to face the music in the 
headmaster's office. 

If you miss those days of 
relaxation and risky fun, this is 
your chance to regress to that 
naughty little boy who was the 
number one suspect whenever 
there was trouble. 

You take on the role of Willy 
Beamish, a predicted 'C grade 
student at Carbuncle Elementary 
School. He leads a relatively 
normal life and has high hopes 
for the Nintari Championships. 
Willy lives in an average 
household with an older and 
younger sister, a pair of yuppie 
parents and a pet frog, Horny. 
Blame everything on your 
younger sister, dump your 
parents and have fun! 



WILLY 



5. I've sot something stuck !n ny car- 
Could you repeat that? 



THE LAST LESSON OF THE DAY, and all three pupils have 
turned up. Ms. Class, your English teacher, is in an especially 
sadistic mood today. She sets an Assignment; lo write up what 
you're going to do over the summer holidays (what fun!). 
Whether you creep out or get down to your work, is up (o you. 



The summer holidays may seem a long way off, 
but thanks to Dynamix you can relive those end- 
of-term jinks (provided your Amiga's up to it). 



1 $\u V^jIIUMS 01 

rj J 
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ILLY 



I 



1^* 




>RNY JUMPS OUT OF Willy's bag and flies through the air, heading for Mr 
" the head master. Oh dear, WIIIy'4 
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THE CONTROL METHOD 
is very easy. Simply press the 
right mouse button to select 
an action, then the left 
button to complete it. To 
restore or start a new game, 
press the escape key. You're 
then shown an option panel 
containing self -ex plana lory 
icons to restore a game and 
(o display the help screen. 



YOU'RE FREE! It's time to 
don your shades and get 
boogying. Race along the 
streets on your skate board 
and get home as quickly as 
possible. Awaiting you there 
are your Mom and little sis: 
sec if you can worm your way 
out of slicing the carrots and 
taking your sister out to play, 
so you can get on with your 
Nintari training. 



USING THE 
MAGNIFYING 
glass gives you a 
description of what 
you've just clicked 
on. Here, for 
example, you're 
shown the 
complete details of 
your 21 -inch 
colour T.V set. It 
has 427 channels, 
including the great 
392 BTV channel, 
the 24-hour 
bowling network! 



The Magnurobox El-inch color- television s«t 
picks up H£7 channels including channel 593;., 
BTUj th* SM hour all bowling netuicr-tc. 






EVERYONE DAY-DREAMS, but when Willy does it he dreams 
of the Nintari Championships. The battle of a lifetime. Two 
computers linked up - only the best survive. This dream 
bubble is soon popped by the screeching voice of Ms. Class, as 
she tells you to 'pay attention' 
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FRUMPTON. IN ALL ITS GLORY. You can walk to different 
locations simply by clicking around the map. In the middle 
there's a park, on the left is your secret den and that house down 
the bottom and to the right is yours - make sure you don't 
WAndcr around for too long or you'll miss your dinner. 



GHOST BEAMISH APPEARS occasionally and acts as Willy's con 
him not <o pinch his sister's diary and other things along those lines. 





WILLY'S DOC IS A FAITHFUL and obedient friend. As soon as 
you enter your home he's there to greet you. You have the choice 
of either taking him for walkies or telling him to get lost. If you 
opt for the fresh air and relaxation of a walk, you'll be repaid, but 
if you've got no time for him, he'll make sure you pay for it. 




THE FIRST THING that you 
should know about Willy 
Beamish is that it has a 
total of 12 disks, yes 12! 
Dynamix recommends that 
you use a hard drive, 
although this obviously 
isn't possible for all games 
enthusiasts. And that's not 
all: you also need at least 
1MB of memory. Oh, I nearly forgot, all 
single drive users can forget about trying to 
ptay it as you need two drives to play. So 
much for the technical specifications - now onto the 
game itself. The presentation of the whole package 
is brilliant from the intro and the box bits (note 
book, pizza menu etc.) to the in-game environment 
(control method and handy hints). Willy is 
excellently animated throughout the game, as are 
the rest of the cast. The use of colour for the 
backdrops is very good (you wouldn't believe 
they've only used 32 colours). To give it an even 
more realistic atmosphere there are spot sound 



limitations 



AX IIM M -, . , , - ,.,:*|_ effects which occur on such 
fun game with occasions as when you get 

SOm€ CJ TGat thwacked around the head by 

U..4. ...:aL your older sister. Willy Beamish is 
a completely real-time game, you 

perhdpS tOO mdnV Potter around through the day, go 
. ■ • ■ 'to bed (no, you don't have to wait 

around for eight hours while Willy 
gets his beauty sleep), get up for 
breakfast and then get up to more 
mischief throughout the day. To make life easier, 
the control method is second nature - which 
enables you to click around merrily with no hassles. 
And not only does it look good and sound good, it 
also plays well. You can do what YOU want, go 
where YOU want, and basically do everything and 
anything that comes to mind. The use of multiple 
answers works relatively well, although it is slightly 
limiting. All in all, Willy Beamish is a competent 
adventure which should have you dumping on your 
parents and being horrible to your sisters for 
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Jools Watsham 



100% MEGADRIVE 

THE BEST ADD ON MONEY CAN BUY FOR YOUR MEGA DRIVE IS HERE! | 



The definitive complete games guide with every 
title individually reviewed & rated. 

► More Power packed Megadrive info than all 
other "so called" Sega Mags put together 

► Over 100 Essential games reviewed in full 
colour 

► The Latest MegaCD Rom news revealed 

► Exclusive hot news in Britains 1 first Megadrive 
only Monthly Mag! 

Every thing you wanted to know about the 
Megadrive PLUS superb playing guides to the 
greatest Megadrive games. 

ALL THIS AND MORE IN THE 
COMPLETE GUIDE TO MEGADRIVE 
AT ONLY £2.95! 

Available in all good Newsagents now!! 

But if you live near bad newsagents, you can order one 
direct from us by filling out the coupon below and 
sending it to: Complete guide to Megadrive, 
Priory Court, 30-39 Farringdon Lane, London, 
EC 13 All. 



NOW ONLY 
AVAILABLE 

THROUGH 

MAIL ORDER 



■ OOOH! QUICK! Send me a copy of the complete guide 
to MEGADRIVE because I'm really desperate! I enclose a 

I cheque/postal order for £3.45 (£3.95 + 50 p post and 

■ packing) made payable to Mean Machines. Overseas 
orders send £5.00 cash (UK Sterling only) 



| Name _ 
I Address. 

I 

I 

I 




REVIEW 



Don your hard helmet, jump into the driver's seat and belt up, it's time 
for... 




INDY 
HEAT 

STORM 
PRICE 

£25.99 

OUT 
GRAPHICS 



SOUND 



DURABILITY 



PLAYABILITY 



OVERALL 

86% 



THIS IS WHERE it 
all starts. Enter 
your name, pick 
your driver and 

power up your car. 



"AND THE 
WINNER IS... 
Jools! " Rapturous 
applause. Okay, so 
I didn't win, but 
second place isn't 
bad. At the end of 
each race, a line up 
is shown. You're 
rewarded with 
points for your 
position: 20 for 
first, 16 for 
second, 12 for 
third and finally 
eight points for 
fourth position, if 
you have the most 
points you win the 
entire 
championship. 
Simple! 




ANY PEOPLE HAVE 
TRIED to match the 
payability and speed of 
Atari's coin-op, Super Sprint, but 
most have turned out to have 
great graphics and great sound 
with a bit of payability thrown in 
for good measure. 

Leland's latest track sim, Indy 
Heat, has however fallen into the 
capable hands of 5torm. Unlike 
Super Sprint, Indy Heat has taken 
the 3D perspective as opposed to 
the rigid bird's eye view. Up to 
three players can take part in any 
one race: two on joystick and one 
on keyboard. Simply race to win, 
that's the aim of the game. To 
help you, there's the pit-stop 
which fills up your fuel and turbo 
(the turbo gives you a extra boost 
of acceleration). 




"AND THEY'RE OFF, the red ear leads. Oh, the blue car has just taken him on the 
inside... amazing"'. The action starts with a fairly easy track. Simply race, race and race 
until you win. Your turbo boosts arc a great help on the straights. But they don't last 
that long, so use them wisely. 





AFTER EVERY TWO laps or so, you'll need to enter the pit-stop, to re-fill your fuel and 
turbos. To do this, simply drive over your matching coloured square in the pits. Then, 
lots of little men clamber all over your car, frantically trying to help you get out fast. 



To release this type of 
game years after the 
original concept came out 
seems a bit strange. But I 
must admit getting back 
to the basic race-around- 
a-track type of game is 
good mindless fun. The 
gameplay is all that really 
counts here, and Storm certainly 
seems to realise this. When you 
compare everything to the coin-op, 
if s exactly the same (having the great 
speech samples for the pits etc.). The one 
problem, though, is that it seems a bit easy. 
I managed to get to the last track within 30 



A perfect 
coin-op 
conversion - 
and a good 
game too! 



minutes, on my first go! 
Obviously it would take longer 
to reach first place (as I came 
about 20th!), but reaching the 
last track and having to go back 
to the first one seems to 
diminish its lasting appeal. If it 
was made harder to reach the 
final track it would give you an 
incentive to keep on playing. That said, 
going round and round through the tracks 
trying reach gold place will entertain most 
people, as not every race is the same. 



Jools Watsham 
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Although the Paris-Dakar rally has been changed to the 
Paris-Capetown rally, nostalgics who want to remember the old race 
now have a chance, thanks to Storm's conversion of the Jaleco coin-op. 



BIG RUN 



THIS IS NOWAY to 
treat a Porsche! A car 
of this calibre should 
be gliding effortlessly along 
the highways and byways of 
Europe, not trekking through 
mud-streaked, 
rain-drenched, dirt-filled 
tracks in one of the most 
difficult cross-country races 
known to man. 

Still, such matter is more 
than adequate fodder for a 
coin-op and a coin-op is 
exactly what it is. Strangely, 
you don't actually start the 
race in Paris: Tunis to Tozeur 
is the first stretch, and from 
there it's on to Tumu, 
Agadez, Bamako. St. Louis 
and finally Dakar. Are you up 
to it? More importantly, is 
your Porsche? 




Mr 



t 





AS WITH MOST ARCADE RACING GAMES, you view the race from just behind your 
rather lovely Porsche. There are eight other cars in the race and your aim is to finish each 
stage in the top three. If not, it's bye bye birdie. 



BIG RUN 

STORM 
PRICE 



OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAYABILITY 



OVERALL 

65% 



i 



TIME 


score Jictorj 


RANK 









> I : " 1—7. 
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CERTAIN STAGES OF THE RACE involve travelling over dusty road 
surfaces. When this happens the rear of your car is obscured by a large dust 
screen. This tends to make steering your car a little bit tricky. 



EACH OF THE SIX STAGES IS SHOWN before you race, although the map 
doesn't seem to bear much resemblance to the actual courses. 



EVERY RACING GAME these days, 
no matter how awful it might be, 
has a 'big thing'. Turbo Outrun had 
you swapping vehicles at every 
stage, Cisco Heat had you turning 
through 90 corners and Grand 
Prix had, well, everything. Big 
Run's 'big thing' seems to be that it doesn't 
have one. Aside from the graphics, it's really 
no different to any other bog-standard 
racing game available. Of course, it's no 
worse either. There's a certain raw 
payability about a racing game that 
dispenses with all the frills, but unfortunately Big 



Paris to 
Dakar via 
Boredom, 
Arizona 



Run doesn't provide us with it. It is 
playable, but not to an extent that's going 
to see you coming back time after time. 
Big Run is just one of the many applicants 
to the average arcade conversion line and 
deserves to be at the front as I think if s 
fair to say that of all the standard arcade 
racing games available, it's one of the best. That's 
hardly a recommendation though. I could justify 
spending a couple of 50 pees on Big Run in the 
arcade, but as far as forking out twenty-five quid 
for it, I'm afraid not. 



Paul Presley 
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Millennium isn't just a fine purveyor of quality fish produce, it's also 
known for its youthful handwear. This time. Kid's dispensed with his 
boxing mitts, but does the sequel fit like a glove? 



KID 
GLOVES 2 

MILLENNIUM 
PRICE 

£25.99 



OUT 

NOW 

GRAPHICS 



SOUND 



rT> DURABILITY 



PLAY ABILITY 



OVERALL 

65°/( 





0 



THE FIRST 
ARCADE 
SECTION has 
'our Idd' dying 
through the 
lovely plok iky 
in an 
aeroplane. 
Rlast your way 
through the 
balloon* to 
reach ihe end, 
where the 
obligatory 
guardian is 
waiting. Once 
this is defeated, 
you're 
rewarded with 
a bonus. 



ANOTHER 
BREAK from 
the action 
comes in the 
shape at a one- 
armed bandit. 

Put your 
money in the 
slot and take 
your chance. 
Instead of 
three cherries, 
should you hit 
the jackpot 
you'll get a nice 
fal bonus. 



I 

J 



WHEN KID MANAGED to 
escape from his last 
adventure, he vowed never 
to use his boxing gloves and their 
supernatural powers again. Time has 
passed and he's been called upon once 
again. This time his special skills are 
needed to save his girlfriend, Frida: she's 
been whisked away by an evil wizard 
who is plotting to gain the power of 
Kid's magic gloves. 

Your task is to guide Kid through the 
six levels -all containing four worlds - 
starting with the North Pole. To 
progress through the worlds, you'll 
need to gain the key that unlocks the 
exits. Unfortunately, the evil wizard's 
minions tend to be a little possessive 
and aren't going to give them up 
without a fight. 

Tp help split up the rigid, 8-way 
scrolling platform gameplay, there are 
little arcade games dotted around the 
landscape. It's just that finding them 
can be a little bit tricky. 




YOU START YOUR QUEST for your ever-loving girlfriend in 
the North Pole and the first enemies that you'll come across are, 
quite naturally, penguins. Simply slash your way through (hem 
and make your way down to the caverns. Here you can collect 
the key and head for the exit. Control over the Kid is very simple, 
left goes left, right goes right and so on. 





SOME OBSTACLES are impassible without the aid of other 
equipment. In this case the Kid has picked up a balloon, which 
enables him to float across the gap. Other instances need springs 
and other such gadgets. 
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AT THE BEGINNING of each level you're shown which land 
you're going lo neat. As you can sec here, you're about to enter 
the snow level. 



AT THE END of 
each level there's a 
guardian to face. In 
the traditional 
style, you need to 
hit him repeatedly 
until he cKplodes. 
Watch out for the 
icicles above. 




THE WATER 
LEVEL is much the 
same as level one, 
but the adversaries 
arc obviously 
different. Instead of 
penguins there are 
fish and just to 
confuse you there 
arc lots of false 
direction arrows 
dotted around. As 
in level one, you 
need to collect a 
key to progress to 
the next world. 



YOUR LOVELY 
GIRLFRIEND, in all 
her glory! She was 
going to aid you oo 
a quest, but 
unfortunately got 
kidnapped by a 
wizard (every day 
sort of thing, you 
knowi). Now it's 
turned into a new 
quest altogether. 
Occasionally Prida 
will try to help you 
out by hinting at 
her location. 








THE STANDARD 1 
WEAPON that the Kid 
is armed with is a 
sword. This can be 
changed into things 
like... 






...this axe. This is 
collected from the end- 
of-level-guardian on 
level one. 






AS WELL AS your 
trusty sword and axe, 
critters can be 
collected on the way. 

To release these, 
simply pull down and 
press fire. 




_sa_ aJiiEiifl 


A SIMILAR WEAPON 
to the critters are (he 
fire balls. In the same 
way, pull down and 
press fire. To select 
between the two, press 
space. 







WHAT A TERRIBLE SEQUEL to bring 
out after just releasing a great 
platform game like RoboCod. 
Millennium's Kid Gloves 2 is 
basically an unrewarding, 
unplayable and unattractive game, 
which bears little resemblance to 
the original. One of the few good 
things that can be said about it is 
that the in-game music is fairly 
decent although even this can 
become annoying after a while. 
The trouble with 
cutesie platform 
games these days is 
that it's all been 
done before, so 
producing a decent, 
original one is 
getting harder and 
harder every day. 
Kid Gloves 2 doesn't seem to have 
anything new or original to offer, which 
just adds to its tired looking format. The 
scrolling is jerky, the graphics are 
colourful, but not all that detailed, and 
the gameplay is very stiff and 
uncontrollable. When you weigh up all the 
pros and cons. Kid Gloves 2 unfortunately 
comes out on the losing side. Let's hope 
James Pond 3 is much, much better. 



Jools Watsham 



Tries too 
hard to be 

cute and 

fails 
miserably 
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VIDEO 
KID 

GREMLIN 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



jgjj* SOUND 



(7 



■ 



DURABILITY 




4 



PLAY ABILITY 



OVERALL 



82°/ ( 



TO HELP YOU 
battle through the 
bad guys, floating 
bonuses and 
power-up* 
occasionally come 
by, allowing you to 
change the 
direction and 
power of your 
shots, as well as 
piovidc shields, 
bombs and 
different styles of 
weapon. 



We are a nation of TV addicts, permanently glued to the box. But for 
one young lad the term 'audience participation' has taken on a whole 
new meaning. 



THERE'5 'GETTING INVOLVED with a 
programme' and then there's 
'getting involved with a 
programme'. Young Billy was just an 
ordinary square-eyed kid, hooked on 
everything from Neighbours to The 
Simpsons, constantly flicking from one 
channel to the other, taking in anything his 
eyes could feast upon. To break him out of 
these extremes took a special measure. 
While immersed in the latest episode of 
Baywatch, Billy suddenly found himself 
getting nearer to the screen. Then, 
accompanied by a bright flash of light, he 
emerged on the other side, not on the 
sun-kissed beaches of California however, 
but inside a strange old castle. And he was 
dressed in the garb of a wizard. A voice 
boomed out, informing Billy that he was 
trapped in a TV world and would have to 
battle through various stages in order to 
free himself. Billy would have to act fast: 
after all, Noel Edmonds' House Party was 
just starting and he wouldn't want to miss 
that, would he? 




YOU START YOUR ADVENTURE in The Magician, inside an ancient 
castle filled with all sorts of period monsters. Each world has four stages lo 
be conquered before you're allowed to move on to the neit. 




THE DIFFERENT WEAPONS include Ripple Arrows that are fast and 
deadly, Flame Throwers thai burn everything in their path, Solid Spheres 
and the ultimate kill-everything-that-moves-and-cv'en-somc— that-don't 
weapon, Lasers. 




YOU START THE GAME with three 
smart bombs but with the chance to 
collect more, thanks to the floating 
black spheres. To put it simply, these 
destroy everything on screen when 
used, but if you manage to complete a 
level without resorting to ihem, you're 
awarded a hefty bonus. 




WAITING AT THE END OF 
each world arc some of the most 
terrifying creatures ever known 
(o man, such as this dreaded 
Cutey Owl Of Doom. Watch out 
for his fearsome hoots and the 
deadly cannon that emerges from 
his belly. 
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THE FOUR LEVELS OF THE Wild West are split into two halves. Two of the levels ate 
populated by cowboys and two by Indians. The former can't wait to shoot you full of 
lead and lob sticks of dynamite in your general direction, while the Apache* just hurl 
tomahawks, arrows and anything else they can lay their hands on. 





LEVEL FOUR IS populated by gangsters of every era. Tommy guns fire relentlessly and 
members of The Mob drive by in their old sedans. To add to the confusion, ancient bi- 
planes swoop down from the skies in an attempt to rub you out. 




IF YOU'RE LOOKING for originality 
in game design, ground-breaking 
graphics and superfluous sound, 
don't bother with Video Kid. 
Gremlin's latest foray into the 
shoot 'em up world (after the less 
than appealing Pegasus) doesn't 
enter any new territory and isn't 
going to set the gaming world on 
fire. What it does do is provide an 
agreeably playable diversion from 
the hordes of 'deep' games 
currently flooding the market. There is 
absolutely nothing wrong with Video Kid, 
it's professional, well put together, nice 
to look at 

Professional, 
playable and 
unassuming 
entertainment 
that doesn't 



break any 
new ground 



FINALLY THERE'S Zombie Blood Feud, a gloriously titled B-movie flick. In a nice twist, 
everything in this level (barring yourself) is in black and white and amongst (he many 
frightful ghuulics and ghostics arc mummies, vampires, zombies and Hre-breathing 
bats! 



and just as 
nice to play, 
it doesn't 
break any 
new ground 
and, 

therefore, 
doesn't tread 
on anyone's 
toes. It does 
what it sets 
out to do 

just fine, so no arguments there. What's 
stopping it reaching the exalted heights 
of, let's say, SWIV or Xenon 27 Just the 
simple fact that it doesn't do anything to 
set it apart from other shoot 'em ups. But 
you shouldn't let this detract from the 
initial observations. Video Kid is good fun 
and good value and could be just what 
you're looking for to pass a few boring 
hours with, that is simple, unadulterated 
fun. 



Paul Presley 
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Put yourself in the hotseat and manage one of the country's top 
football teams with US Gold's latest. 



THE 
MANAGER 

US GOLD 
PRICE 

£25.99 

OUT 

NOW 

GRAPHICS 



SOUND 



i- DURABILITY 

0 

PLAYABILITY 

OVERALL 

75% 





E 



VER WATCHED your favourite football team 
blow a match, then call for the manager to 
be lynched? Well, US Gold's The Manager 
gives you a chance to see if you can do any better as 
you manage a top football team through the 
league, English cups and European competitions. 
The game was originally released in Germany, 
where it was called Bundesliga Manager, and the 
only differences with this version are the language 
and team names. It features all the top English 
clubs, with lists of their current players and three 
divisions to get promoted from or relegated to. 

Selecting your team is one half of managing it. 
Players' wages have to be decided and if they're not 
happy with their lot, you could find your star striker 
vacating the club. Then again, if you're displeased 
with a player's performance you could sell him at a 
cut-price rate. 

Scouts can be sent out to gather information on 
your opponents. Remember that Europe is a 
different kettle of fish: teams from over the channel 
play better than most of your usual opponents and 
you can't sent a scout overseas. 




IF YOU CANT AFFORD TO BUILD a team by buying players, you're going to have to 
train your own. The higher the intensity level the better the results, although your 
players are prone to injury if you work them too hard. 



SB — ]_ 
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QUALITY IS, of course, linked to com and 
only (he best team has enough dosh to put its 
players in the best hotels. 
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CHOOSE YOUR PICTURE and name your manager. The teams' 
stats are roughly true to real life, although you can start with a 
top team in the third division, in which case all the players' stats 
arc lowered. 



THIS TYPE OF GAME has been 
around for well over 10 years now. 
In that time the graphics may have 
changed but the gameplay has 
altered very little, so if you've 
played any other management 
sims, you'll know exactly what to 
expect. Having said that, as far as 
football management sims go, this 
is pretty decent. The presentation is 
exceptional: the icons are clearly 
laid out and easy to follow, which 
is handy with so 



many of them. 
Tacticians might 
be a little 
disappointed by 
the lack of 
control you have 
over your team: 
while you can 
choose who's in 



SIT BACK and watch. You're shown any 
'happenings' with a little animated sequence 
that isn't very impressive. 



A decent 
enough 
introduction 
to a very 
limited 
genre 

your side and what position they play, 
you can't determine how aggressively 
they'll play, or whether the game is an 
attacking or defensive one. What it really 
suffers from, though, is lack of action. 
Once you've set up your team and spent 
your weekly budget the match-day is a 
total letdown: sometimes you can run 
through a whole game only to get two or 
three animated sequences. 



Mark Patt 
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dial - A - Tip 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 
0891 101 234 
M EG ATI P GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 

0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POCKETS/RODLAND SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 299 399 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- jacqulinc Wright. P.O. Hut 54. S»ulh*<rM, Manchester MIS 4LS 
Calls cosl .Wp per min at 'cheap rule' and -Wp per min al othtr limes 



YOUR 

, mAt OUTORAW 

*-.«t THE 

q^^GUNFIGHTER 

»0R *, WIN BIG * 
AUUE CASH PRIZES 




TREASURE 
ISLAND ^ 


, swaL 


M0898&5 

31 3590 


■08¥8« 

313564 



T you ore Unas' 18 years of age please obtain perrrioion of whoever pays the phene bill 
WFOWL PCtiot 36 LS' 4~N Cal characs 36p Per Min Cheap #0 Per Mm Al Other Timos 



COMPUTE - A - RACE + 

•THE HORSE-RACING PREDICTOR!' 



Brilliant piece of software ... Never had to many winner!...' 

Mr. B. Worthing (CR *U&oj 

Wfiiioi cachianefy for Ihc v Ctaiinulr A IWr> la 
Tilt Mora* (Unn, prcdkllan |-ur.'.' 0»« 3 yr»r» of 

ralmafvr Irala han rnuiol •tcmiiIi Inriullnn and 

aupob brulna advicr si wry Flat or NalMna] Hunt 
ra«. FfaiiuWi H MCT CMt BET CALCULATOR. 
STATISTICS Srrerna, NOTE BOOR. Oti Scrrm HELP 
INFORMATION and an tor or uac.Wlth th* 

iKam Frauval. Gland National «rfn and 
Ihe rnrth mnlmt FUl — -- ■ can jinx afford NOT lo 
buy CompuU A Ra<K>.Thf lalnl In* rarr upa in dude 
CIIATAM lO/r.'CUTJOLTDALE Vi/ 1 and CAKVUJS 
H1LL9/V MAIL OR1KM OHLT. 

Viw Prodi IS BrlUnf For Fun! 
'.:.■;■.!- A Harr* . . (5UwUrd VaUon) ... £12. M 
Uvr Vmuan) ... £1090 
CHEQUES/ PO PAYABLE TO HAND ISO FT 
HAMJtSOFT, 37 1 learaall Lanr, Spcm End. 
COVENTHY CV5 61 tF 




£12.99 




Football Masters Is the very latest Multi-Manager Football Simulator for 1 6 
bit computers. Alter 4 years of development we are proud to announce the 
release of the most comprehensive football management game ever. It's 
waiting to test your skills right now! Features Inchide:- 

Multi-Managcr game lor 1 lo 4 Players. Three levels ol difficulty. 

Match highlights minute by minute, make substitutions or team changes at any lime. Live 
Injuries, yellow/red cards and named goalscorers. 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can turn this feature oil). 

Full UK and European Cup itinerary. Includes FA, League. Zenith Data. Leyland Dal. 
European. Cup Winners and UEFA Cups. All cup match rules have been made as accurate 
as possible. Two Leg Ties, Extra Time. Away Goal Rule, Seeded Draws. Byes, etc. 
All 4 league divisions with play-offs and league expulsion. 

Real Initial, surname, league career records, height and age entered for all players as at 
the start of the 9 1 /92 Season Five skill ratings per player, separate five for goalkeepers. 
Plus 15 other special attributes like Captain. Super Subs & Mobility. 

A lively and real time transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees. Unique and simple training system to 
improve player skills. 

High quality printer facilities to list all the vital information. Masses of historical statistics 
on past games, players and manager. Quick game data load and save. 

All screens updated quickly aixl displayed in a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saved/initial details. 

There are many, many other little things that make this game the most addictive and 
accurate interpretation of a Football Managers season. It would be impossible to list all the 
features in this advert but we assure you that this is the best. We liave thousands of satisfied 
customers from our previous edition of this game, many are still playing it 1 8 months after 
purchase See the order form below for details on how to order this incredible game. 
Available for all Atari ST s and Amiga's. PC version coming soon. 




An amazing graphical strategic simulator that's fun for all the family. 0, 1 



or 2 players on keyboard, mouse or joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar Indicators and plan your moves. 

You can edit your very own new wrestler or amend a wrestler already 
created (16 are provided on ihe game to begin with) You can change any name, colour 
tights, linings, flesh tone and hair together with all the fighting skill values, weight etc. 
Instructions are also provided which show you how to change the way any wrestler looks 
or you can create whole new ones. Amiga 1MB RAM Only £19,95 



24 HOUR CREDIT CARD HOTLINE 



(0702) 600557^^°^^^ 

MAIL ORDERS 

IAD trw rjrexyarm detaBed in mis advert are 
Name . a<u««. 



...... .,. 



..,.»,.. «..«. .,.«,*. i. «i. lit. tj.u.t* ...*^, ■ 



I 
I 
I 
I 
I 
I 
I 
I 

1 ut out and post this form toifphotocopies or written orders are acceptable) 
|ESPS^ire^rO), 32a SosMulkIi^I. ^^iAw^F^SS\2m. UK. 



....,..,..,..,..„„,,„,, Postcode ,u»i H h Td 

1 have an , computer, please send me the following items: 


OuBtititv 


LX>st njitinn 


Unit Cost 


Toidl 




Football Matters 512K 


19.95 






Football Masters 1MB 


24.95 






Football Masters Editor (Not 512K Amiqa) 


12.00 






Wresilinq Masters (AMIGA 1MB ONLY) 


19.95 






Amiga r i]^K RAM K.xji.ir.'.inri 


29 Ofj 






Amiqa 512K RAM Expansion + Clock 


34.00 






POSTAGE INon UK add £ 1 .00. not BFPOI 


1 00 









Cheque/Postal Order made payable to ESP SOFTWARE 



PROFESSOR... 

/rg... MOV/NO/ 



i 
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Watch out for CLICK. And watch is the word, because CLICK is a Computer games 
magazine with a 1 6 bit of a difference - it's on video. Def reviews of the very latest games. 
What's hat and what's nut in the hardware/software stakes, and to put the icing on an 
already tasty package, a mega £5 off your fave game reviewed in each monthly issue. 
CLICK video mag. Miss it andyou'll miss out. 



AT YOUR 
NEWSAGENTS NOW. 



'HE WORLD'S FIRST COMPUTER GAMES MAGAZINE ON VIDEO 




Hot on the heels of 4D Sports Boxing comes Mindscape's latest 3D 
sports simulation. 



A 
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I F YOU'RE A RACING MANIAC, 4D Sports Driving 
I may just provide the nosh for your next binge: 
I you have the option of driving supercars, from 
the nutty Lancia Delta Integrale to the ludicrous 
Porsche March Indy racer, around circuits which 
look like the nightmares of Scalextric's stunt track 
designer. 

As in AD Sports Boxing, the game is excellently 
drawn in multi-coloured 3D. And just like Boxing, 
you can change the camera angles through an 
infinite variety of positions, using zoom and rotate 
to give you exactly the view that you want. Camera 
angles include inside the car, from above it, from 
behind a la pole position, and from above and 
behind. 

Control is by joystick with the keyboard or just the 
mouse. The latter is by far the best method, because 
it works more like a real steering wheel - there's 






OH MY GOD! This has got right out of hand. Too fast and I'll fly 
off the end. Too slow and I'll fall off the top. I remember the 
days when winning a race mean! just siccring around the odd 
comer at 200mph 



FASTEN YOUR SEAT BELTS? Why* I don't drive a car if it's 
fitted with scat belts... what's that, officeri Oh. all right then. 



true 360/ turning. For practice purposes you can 
race against the clock, but true addicts will want to 
burn someone up . That's where the computer 
opponents come into play. There are six skill levels 
and you'll be glad to hear that none of the drivers 
are perfect; although Skid Vicious, the grand 
champion, might be exempt from that ruling. Some 
will even take the chance of losing the race just to 
ram you off the road. Should the unthinkable 
happen and you crash, you can see your fastest lap 
time (in the unlikely event of you actually finishing 
a lap, that is), your average and top speeds and the 
record for the circuit. 

With a choice of 12 of the world's most exciting 
cars, tracks to give the most seat-of-t he- pants driver 
a hernia and your very own track designer, 4D 
Sports Driving offers exceedingly good variety, if 
nothing else... 



4D 

SPORTS 
DRIVING 

Mindscape 
PRICE 

£30.99 

OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAYABILITY 



OVERALL 



78% 





J 





HMM. THIS STUNT CAR lark is easy stuff. I thought it was 
supposed to be a challenge. Where's that handbrake, 1 want a bit 
of excitement... 



THEN AGAIN, the odd curve can be pretty devastating at times. 
This takes me back to my figure-of-eight Scalexiric set. I used to 
fly off the bends on thai too. 
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HERE'S WHERE 
il all went 
horribly wrong. 
And not only do 
I have the 
memory of my 
unspeakable 
blunder, I've 
also got to 
watch it all over 
again. 




25th flmuersary 
Lamborghini Count son 

Mid Engine, P.W Onus 
DOHC y-13 

SiSeoo. *»ao hp 

0-60 4.7 sec 

Top Speed 1?3 MPH 

Price SI 50,000 



Done 



Next 



Last 



Auto 



Coloui 







F*rr»ri GT0 

Mid Engine, RU Drive 
DOHC V-S turbo 
SSSSoq, 391 HP 
Q-60 J.7 i«o 
Top Speed 190 MPH 
Prfo* *74,000 


Don.* 
Next 


LasJ 




ftutd 


Coiou 



ARRGH! WHO 
BUILT | bridge in 
that shaped And 
where arc the 
warning signs £ 
Gulp. It's a long 
way down. I hope 
the suspension can 
take it. 
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Track Edit 
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Horizon 


Load 


. — 


Save 


, . 



THIS IS WHERE those minds of criminal genius put their plans 
to work. You could build a road of all straight bits and shallow 
curves, but wherc's the attraction in a racetrack that's driveablc* 

4D SPORTS BOXING LOOKED great, 
but it lacked a little something in 
the playabilrty stakes. And that's 
also the curse of 4D Sports Driving, 
although to a much lesser extent. 
It's certainly got the look of a 
wonderful driving game: if s more 
akin to a game like Revs, the Beeb 
classic than arcade games like 
Lotus Esprit Turbo Challenge. Is it 
fair to label it a simulation 
though? After all, it is meant to be 
a fun stunt car game. Stunt Car Racer, 
another blast from the past, was not so 
good to look at, nor so varied, but it 
played much more naturally. People could 
pick up a joystick and, even if they didn't 
master it 
straight away, 
they at least 
knew why they'd 
crashed, because 
the feel of the 
steering was 
that much more 
precise. 4D's cars 
feel like racing 
cars with Rolls 
Royce power 

steering fitted. There's no feedback to the 
driver; you're expected to know just when 
the car's back end is going to slide out. 
The only way to gain this knowledge is to 
practise and make a lot of errors - and 
this may be enough to turn off the 
undedicated driver. Still, this is a very 
different driving offering, which deserves 
a look just because it's presented in an 
original way. 



Colourful 
and varied 

driving 
'simulation', 
but lacks a 

little 
addiction 



Ashley Cotter Cairns 
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AMIGA REPAIRS 

JUST £44.95 inc. 



* Commodore registered repair centre 

* Over 10 years experience with Commodore computers 

* 20 qualified technician engineers at your disposal 

* We will undertake to repair your Amiga 500 computer for just £44.95 including 
parts, labour, VAT and post & packing 

* Some computers can be repaired within 24 hours of booking in 

* Prices include full service check, overhaul, soak-test and replacement of power 
supply unit if necessary 

* Repairs to keyboard and disk drive also included (£25 extra if these units are 
unrepairable and require complete replacements) 

* All repairs covered by a 90 day warranty 




Upgrade your Amiga from 512K to 1Mb of memory for just £25.00 

SPECIAL EXCLUSIVE OFFER: 

If you submit your computer to ourselves for repair, enclosing 
this advert along with just an additional £25, we will supply and fit 
a 51 2K memory expansion at no extra cost. 



How to take advantage of this exceptional offer: simply send or hand 
deliver your machine to the workshop address detailed tight, enclosing 
payment and this advert and we will do the rest. (If possible please 
include a daytime telephone number and fault description). 
* If you require 24 hour courier to your door, please add £5 else your 
computer will be senr back by contract parcel post. 



WTS ELECTRONICS LTD 

STUDIO MASTER HOUSE 

CHAUL END LANE 
LUTON, BEDS, LU4 8EZ 
Telephone (0582) 491949 - (4 lines) 

WTS KMivt ihe right to r Hum: machines lhai in our opinion are tampered with, lo an extent 

beyond reasonable repair 



DIVISION ONE 92 REVISION ONE *** 



THE 
MIDNIGHT 
OIL 




NEW' 




DIVISION 
ONE 92 REV 1 



"(The Midnight Oil) treat soccer in the sophisticated way 
Americans treat their national games." -Tin Gnardtu 

THE GAME Everyone ha* ihcii own Wens on whal makes a soccer learn "lick' Here is 
the opportunity to put into practice your own idea*. Operating from the English Im 
division you must build a squad to challenge lor the league title, the FA and League Cups 
and the y European trophic. And as player* age. rebuild the team while holding off 
relegation. 

SQUADS/TRANSFER MARKET In a 3 squad system < 1st team squad, reserve squad 
and youth squad), use the continuous intake of youth player* and training program lo 
create a squad whose skills reflect your ideas. Supplement these skills with carefully 
-elected transfer market acquisitions. As ibey age. veterans fade and youngsierv develop, 
keep an eye on the changing skills of your team 

SKILLS All players have a balance of 5 skills (no "skill levels'*! which you musl develop 



MATCH/STATS Your judgement will be put to the test 
in this unique 4 minute mutch/stat* simulation again-t 
accurately simulated opposition. This is the measure of 
your tcum and your most rcliahlc source or information 
There are displays of: match flow, two teams, playcr- 
with-mc-hull. injuries, discipline, substitutions, innuich 
lactics. goal scorers, possession breakdown and 
performance assessment. 

REVISION ONE 

The best |u*i got bener! All update- that have been made 
to Division One over the last six months. In addition 
the match screen has improved, opposition team info 
expanded, a European transfer markei added and a few 
more minor changes. An edit program and a 
customisation program have also been added. The 
manual ha* been expanded and ihc packaging improved. 
EDIT PROGRAM. Edit the team and players lhat make 
up Division One. Produce your own Division One. or 
Scottish League, British League. European League, 
German/Spanish/r T rench/ltalian..e(c..eic. Or even make 
up a league n( all the best tcumt you've ever seen. 
CUSTOMISATION PROGRAM Customise the 45 
man starting squad. Use your own favourite player*, or 



by experimenting with your team. Even more important will be your judgement about the 

effect of the particular team balance or skill combination on the outcome o( the match, and >'«" local side. How about as squad with Pcle. 
subsequently a season ul football. Suitable training can develop/enhance skills. Beckenbauer. Best, Cruyff, Marudonna 

WHAT IS DIFFERENT ABOUT THIS GAME? 
Division One 92 translorms die soccer management game. You can concentrate on the football. Experiment wiih pli>ers, formations, train styles, build your dream 'quad 
and check it out in accurately simulated Icaguctaip fan bolt Mau* nsitli* ire fn«n ft unique weeer march. Every past, tackle, shut elt Is deirmtined by Ibe players 
inVOrV<d Your choice of skill* fhu* influences march results Menial anrhincuc hus been dumped Football knowledfc is the name of the game 



HEAD COACH 
V3 

"When it comes to the 4th down Hcodcoach has 
it'V'Headcoach", "TV Sport* Football" head lo head" 

(Pop Comp.) 




Httdmeb V.l has been described as "the best game 
ever pui onto a computer". It is the complcic American 
Football game, a multt season epic wilh the very best 
strategic elements of the reul thine. You will call the 
plays, devise the gameplans and develop the team. 

Use the first season (2 prc-scason game*. 16 regular 
season games, and the play -off*) to discover your 45 
man squad of players. Then exploit the college draft to 
improve ihc team and expand your game play to beal 
the very best the NFL can throw al you. 

Playcrs will age and teams » ill fade |a player will last 
about 6 .season*), but you will stay and rebuild .... 



Tel Sales: 
0438 721936 



FOR E_5 

M XT DAY 
DELIVERY 



POSTAL SALES 

The Midnight Oil 
Depl n>I 
IK, Hazelmere Road, 

Stevenage SG2 8RX 
2/3 duvs delivers. 



Please supply: 



Amiga 

Amiga I Meg 
Atari ST 

£19,95 £19.95 
Current owners: replacement disk it .50 
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REVIEW 



Bombs Away! One of the hottest PC Engine games makes its Amiga 
debut. Sarah Hibbert has a blast with Ubisoft's latest offering. 



DYNA- 
BLASTER 

UBISOFT 
PRICE 

£30.99 

OUT 

MAR/APR 



GRAPHICS 



SOUND 





THE FIRST FEW STAGES are fairly easy, so even the novice player can gel well inlo the 
game. Later on, the Mages get increasingly more complex, with more intelligent 
opponents, and can stretch up to three screens in length. 



EACH BOMB sends a powerful blast out 
in four directions. Be careful not to get 
caught in the deadly aftcrhlasf. 



THE EVIL 
WIZARD has 
kidnapped your girl 
and spirited her 
away to his secret 
castle. It's up to 
you to rescue her 
from his clutches 
and save the day. 




REACHING THE 
WIZARD'S 
CASTLE is easier 
said than done. 
Eight levels packed 
full of nasties stand 
between you and 
your girlfriend. 




IF CUTESY-TYPE games are your raison d'etre, 
here's one of the best. Converted from the best- 
selling PC Engine game, Bomber Man and 
curiously retitled for the Amiga market, this one's 
guaranteed to have you stuck to your machine like 
superglue. 

The scenario revolves around your attempts to 
rescue your kidnapped girlfriend, spirited away by 
an evil wizard to his dark castle. It's not simply a 
matter of packing your bags, catching the next 
plane to Castle Doom, and asking politely for her 
return. Oh no! Despite your character's supposed 
intelligence, he decides on a gruelling trek across 
the hills, fields and mountains of Cuteland in his 
quest to free his woman. 

Play takes place within an enclosed arena, the aim 
being to clear the screen of all the roaming nasties 
and find a hidden transporter to reach the next 
level. Of course, it's not as simple as it sounds: not 
only do you have to contend with umpteen 
different kinds of nasties, but you'll find that most 
of them are hidden behind granite blocks. Some of 
these obstacles can be blown up and some can't, so 
progress around the screen isn't fast - and there's a 
four-minute time limit! To remove a block or kill 
one of the rampaging uglies, you have to place a 
bomb (from your unlimited supply) in the general 
vicinity and then leg it to safety while the thing 
detonates and throws out a blast. It only takes one 
bomb to remove each obstacle or nasty, but 
whereas the granite slabs can take it, the raving 
monster loonies won't stand for such treatment and 
will be after your blood. Once all the monsters have 
been reduced to crispy cinders, you've got to search 
for the level transporter hidden under one of the 
blocks. Be careful not to place a bomb near the 
teleporter, however, as this triggers an explosion 
resulting in yet more nasties flooding the screen. 
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EACH LEVEL has 
ils own power- up 
hidden beneath a 
granite block. Once 
you' vp discovered 
its whereabouts, 
just walk over it to 
gain its power. 



THE LAST LEVEL 
proves to be the 
most testing. It's 
impossible to avoid 
some of the 
nasties: they'll 
often materialise 
right next to you 
as the level begins. 





ARCH! You've bought the 
farm as one of the uglics 
takes a huge bite out of your 
three lives. Never mind, you 
can always get some 
satisfaction by blowing out 
ils innards next time around. 




THINGS REALLY START TO HOT UP when the game's in five-player mode. Each 
opponent has an endless supply of bombs as well as the chance to pick up multiple 
power-ups, so the action comes thick and fast. 



CUTE-TIL-YOU-PUKE GRAPHICS, a 
cringe-worthy tune and a cocktail 
of addictive gameplay. a fun 
scenario and screen upon screen of 
killer nasties means we're knee- 
deep in cutie territory. Dynablaster 
follows in the soft-tracks of such 
monumental games as Bubble 
Bobble, New Zealand Story, 
Rodland and Rainbow Islands. The 
graphics and sound are just as 
you'd expect: cute and, erm, cute! 
Primary colours abound and some of the 
creatures' expressions when blasted to 
smithereens are hilarious. There are 64 
stages in all, eight to a level. Each level 
has its own specific graphics and resident 
creatures roaming around, although this 
is fairly superficial window-dressing as 
the gameplay remains exactly the same 
throughout. Unfortunately, initial delight 
soon turns to 
unwelcome 
familiarity and the 
gameplay rapidly 
turns stale. Some of 
the later sections, 
especially the eighth 
level, are ridiculous in 
the number of 
miscreant nasties you 
have to bomb out of 
existence. Even more 
annoying, you'll often find yourself 
hemmed in by nasties right at the 
beginning of a level with no chance to 
plant any bombs or avoid their deadly 
touch. Oynablaster's designers have 
obviously realised the game's limited 
staying power and have included two, 
three, four and five-player games in order 
to pep things up. These are fought over 
one-screen mazes with power-ups aplenty. 
Here, the action is fast and furious, as 
each player attempts to blow the others 
away and the screen is an iridescent blur 
of pyrotechnic tomfoolery! As always in 
this type of game, the multi-player option 
is by far the best bet and this one will 
have you coming back time and time 
again. 



Sarah Hibbert 



Cute 
graphics, 
addictive 
gameplay, 
but lacks 
long-term 
challenge 
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REVIEW 



Has a worthy successor to Dungeon Master finally arrived, or is 
another dull clone? 





H NO, not 
another 
Dungeon 
Master clone' is a 
thought that many 
reviewers, and indeed 
RPG fans, will sympathise 
with. Every few months 
yet another developer 
churns out its tribute to 
everybody's favourite 
role-playing game, but 
almost without fail they 
neglect to inject any 
spark of originality or, 
the worst cases, any 
talent whatsoever. 

Just such a thought 
crossed my mind when I 
first loaded Black Crypt 
Sure enough, there was 
the central 3D view, the 
similar command 
interface, the usual 
character sheets. Five 
minutes later my initial 
dread had been replaced 
by pleasant surprise, and 
half an hour on 1 was 
totally absorbed and all 
those preconceptions 
had gone right out of 
the window. 

Black Crypt has a 
traditional 'Ages Of 
Darkness' plot The 
powerful but evil cleric, 
Estoroth Paingiver was 
banished from your 
country years ago for his 
unspeakable acts, but 
now he's back with a 
vengeance and it's up to 
your party of four, a 
fighter, cleric, magician 
and druid, to stop him. 
The only way to achieve 
this is to venture into his 
domain and retrieve four 
magical weapons with 
which you can seal him 
away forever. 
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AT THE BEGINNING of the game you literally haven't a bean, except the shin 
your pants. You won't get very far with those. Fortunately, there arc plenty of 
the first level, so it won't be long before you're equipped more professionally. 



on your back 
goodies to be 



and 
had on 
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THE ONLY 
CREATURE 
you'U 
encounter an 
the first level 
(oihcr lhan the 
Guardian Ogre) 
is this weird 
affair. It's more 
of a nuisance 
than anything, 
but il can be 
deadly if you 
don't deal with 
it quickly. 




HINTS ARE READILY AVAILABLE in the form of plaques on the dungeon walls. 
Trouble is, they're written in runes, so you'll need the odd Read Rune spell handy if 
you plan to make use of them. 

DEATH CAN 
BE frustrating, 
so it's nice to 
see that Black 
Crypt is lenient 
in this respect. 
Just get 
yourself a 
scroll of life 
and a death 
gem (found on 
the the first 
level) and you 
can resurrect 
up to three 
members of 
your parly. 



ONE OF THE 
MOST useful spells 
in Black Crypt is 
Wizard Sight, which 
is essentially a self- 
mapping option. It's 
accompanied by 
another spell 
Compass, which is 
an auto-direction 
finder. Far from 
giving the gome 
away, these spells 
make it so much 
more playable. 



HE'S BIG, HE'S 
BAD and he's 
almost impossible 
to beat. This ogre 
carries the key that 
will get you to the 
second level of the 
game, but he's not 
about to hand it 
over just like that. 




Wit $ 



IT MAKES 
SENSE that 
you're forced 
to use one of 
each type of 
character class. 
You'll need 
their individual 
skills in 
different 
circumst ances . 
When one dies, 
you're severely 
handicapped. 



IT HAS TO BE SAID: Black Crypt is 
easily the best 3D role-playing 
game available on the Amiga. 
Aside from cosmetic 
improvements like smoother 
animation and superior artwork, it 
boasts features that are clearly the 
product of some thought being 
applied in the planning stages. 
Sound is a good example. Rather 
than just using spot effects for 
their own sake, sound effects in 
Black Crypt provide the player with often 
vital clues as to what's going on around 
him. Not that - 
you'll have time to The State OT 
appreciate this. t fc e art j n 
Neither will you 
spend too much 
time admiring the 
control interface. 
It's so intuitive 
that five minutes 
into the game you won't even notice it. 
That's important because in a game of 
this type you want to concentrate on 
enjoying getting your head round the 
puzzles or giving wandering monsters 
what-for, not struggling with an over 
complex spell system. What finally tips 
the balance in Black Crypt's favour is the 
delicate line between mental effort and 
combat and the superb way that the plot 
leads you through the game. It won't trip 
beginners up too much, but neither will 
experienced players stroll through it 
unhindered. What more can I say except 
buy it? 



Laurence Scotford 



3D role- 
playing 
games 
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REVIEW 



It's back to the tee for a brand new round of golf at a couple of brand 
new courses. Florida, Arizona and Tennessee are the destinations for this 
particular tour. 



PGA TOUR 
GOLF 
TOURNAMENT 

COURSE DISK 

ELECTRONIC ARTS 
PRICE 

£14.99 

OUT 

NOW 



GRAPHICS 



SOUND 
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IF YOU 
WANT TO 
talk about 
water-logged 
courses, 
Eagle Trace 
is a prime 
example. A 
series of 
elaborate 
canals pass 
through 16 
of the holes 
and make 
playing 
something 
of a 
nightmare. 



WHEN PGA TOUR GOLF first hit the 
streets, it took everyone by 
storm. It wasn't that it looked 
particularly wonderful or that the sound was 
far above the norm. It was just so playable. 
Eager foursomes were soon springing up on 
the greens of Sawgrass, Sterling Shores, the 
PGA West and the TPC at Avenel. Electronic 
Arts, to whom everybody gave so many 
thanks for introducing such a wonderful 
game, assured us however that there would 
never be any data disks produced. So what's 
this? How can we ever trust them again? 
Does anyone care? 

The Tournament Course Disk introduces 
three new courses to the PGA Tour: Eagte 
Trace in Florida, Southwind in Tennessee 
and Scottsdale in Arizona. Each have their 
own new features and hazards and should 
prove just as challenging as the original 
courses. 



EAGLE TRACE 



|,,meotTne pn n£ // 
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OUTHWIND 

Memphis Tn 



AS WELL AS BEING home to Elvis, Memphis is home to the Southwind 
course. Over 7,000 yards in length, the course is abundant with water, 
sand traps and narrow fairways which makes the art of precision playing a 
necessity. 





COTTSD ALE 



sciMlsdMe at., 



IF IT'S NOT WATER, IT'S SAND. Flaying at Scottsdale is like playing in a 
desert. Sand occupies almost every hole, from the tiny 17th to the nigged 
515-yard 15th. 



time 
into 
all it 



A YEAR AGO, PGA Tour Golf was the 
golf game to have. Nothing could 
touch it for sheer payability and the 
many options all added plenty of 
variety. One year (and a MicroProse 
Golf) later, PGA is actually starting 
to look - shock, horror - dated! The graphics 
are no longer as wonderful as they were and 
all of the little niggly bits (the green grid 
appearing at the most inconvenient times, 
the fly-by hole preview being reduced to a 
jerk-by hole preview) have just become 
more off-putting than ever. So what better 
than now to try and breathe some new life 
the game with a data disk? Well, that's really 
is - a data disk. The new courses may have 



Par for 

the 
course 



different layouts, but to the average Sunday 
golfer (such as myself) you'd hardly notice 
any changes apart from the background 
scenery. What's really needed here is a PGA 
Tour Golf 2, a sequel with many 
improvements, new features and a 
completely updated look. For the regular player 
who's grown bored of seeing the same old courses, 
a data disk is just fine (and the presence of a 'next 
page' icon on the course selection screen, indicating 
that there are presumably more courses to come 
will no doubt also please) but it's an overhaul that 
most of us are looking for and is what is needed to 
put it on a par (no pun intended) with the superior 



Paul Presley 
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And for our next trick, ladies and gentlemen... Electronic Arts has 
turned its attention away from World War Three to set its Harpoon data 
disk in the sun-soaked, militarised Mediterranean. 




THE MED CONFLICT 



WITH THE COLD WAR now officially 
behind us, Electronic Arts has come up 
with a new focus of attention for 
Harpoon - The Med Conflict The main addition is 
16 new scenarios, ranging from preventing the 
Russian fleet escaping the Mediterranean, to taking 
on an alliance of Arab states who have banded 
together to declare a Jihad against the satanic 



western powers (or something like that). 

Obviously the new missions are the main feature 
of this pack. White the Mediterranean is small, and 
very busy on the larger scenarios, the missions are 
varied enough to stop them becoming repetitive. A 
further 60 types of helicopters, planes, and ships 
have been added, including attack 'copters, Mirage 
fighter/bombers, helicopter cruisers and hydrofoils. 



fo Go 5:23:59 : 5 



YOU'RE IN charge of a fleet nude up of 
NATO force* . This can test the best 
commanders: you must keep an eye on 
your battle group* 10 find out where 
they're going and if there are any hostile* 
on the way to meet them. 




HARPOON 
THE MED 
CONFLICT 

ELECTRONIC ARTS 
PRICE 

£14.99 

OUT 

NOW 

GRAPHICS 



SOUND 



DURABILITY 



PLAY ABILITY 



OVERALL 
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ON LOADING, you're given the 
background lo possible conflicts in 
the region, with information on 
who might be involved, why they 
want to wage war on someone else 
and what equipment they've got. 



WHEN YOU HIGHLIGHT a 
scenario, you're given a detailed 
breakdown of what's going on and 
what your objectives arc. You're 
also given hints on how best to 
deploy your forces and what 
'surprises' you can expect to face. 
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APART FROM THE SCENARIOS 
and extra craft, this game is 
essentially unchanged from the 
original. This comes as a bit of a 
disappointment really, as there 
are plenty of enhancements that 
could have been made. A few 
additions to the orders menu 
would have been nice, and maybe some 
other new features, such as a cycle-through 
battle groups option. You will, however, 
find that you need to adjust to some new 
tactics. In my attempt at bombing a few 
Libyan airfields in a repeat performance of the 



A change of 
scene, but 
basically 
more of the 
same 



American attack, I managed to escalate 
things to almost total war. There's a lot 
to be said for subtlety! It does take a 
while to learn the various strategies, 
such as when to go forwards and when 
to rely on defence and sneaky bombing 
raids and there's more than enough 
variety in the missions to last you a 
long while. Provided you own a copy of Harpoon 
and are quite satisfied that you've already saved 
the western or eastern world from communism or 
capitalism, this is well worth looking into. 



Mark Patterson 
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SHADOW 
LANDS 

DOMARK 
PRICE 

£29.99 
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NOW 
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• 0\ DURABILITY 
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PLAYABILITY 

) 
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The name might be as corny as any other role-playing game and the 
plot might sound as though it came straight out of Dungeon Master, 
but Teque London has produced one of the finest RPGs for ages. 




YOU ARE DEAD. Passed 
on. No more. You've 
ceased to be. You've 
expired and gone to meet your 
maker. You're a stiff. Bereft of 
life, you rest in peace. You're 
pushing up the daisies. You've 
shuffled off this mortal coil and 
are resting in the heavens. 

Well, that last bit's not quite 
true. In fact, you're doing 
anything but resting. You see, it 
wasn't your time to go. You 
were taken away before your 
prime and you're not happy 
about it. So much so that 
instead of just spending the rest 
of your time sitting around in 
the clouds playing the harp and 
pining for home, you're actually 
doing something about 
restoring your place in the 
general populace. 

After your entire village was 
slaughtered by the foul 
denizens of the Shadowlands, 
you find yourself not altogether 
'on the other side'. Your body 
may have been cast away to 
some far-off temple, but your 
spirit is still very much alive and 
kicking and it wants its body 
back. To accomplish this 
slightly-more-than-difficult 
task you've managed to 
influence the minds of four 
passing adventurers and have 
taken them into the very heart 
of the Shadowlands. Here, then, 
begins your quest for life. 




THE ENTRANCE lo the dungeons of the Shadowlands is found at the rear of this 
bat-filled forest. Take this opportunity to stock up on food and anything that looks like it 
tould make a decent weapon: equipment gets scarcer the further you go. 




PRIEST 



>6& 



THE INITIAL LEVEL should be familiar to anyone who's played a fantasy RPG before - 
the dungeon. As you move along the corridors, the graphics for the walls will constantly 
disappear and re-appear to let you see yourself. The red lines indicate where walls are. 




RATS ARE ANNOYING, 
dirty, small, annoying, 
impossible to kill, annoying, 
relentless, everywhere... did 
I mention annoyingf They 
infest practically all of the 
dungeon levels and have 
only one purpose in life: to 
follow you around 
everywhere you go, bite 
chunks out of your legs and 
make your life a living hell. 
What's worse, you can't hit 
them back. 
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LIGHT PLAYS a major pan in the game - if only to let you sec where you're going. 
Torches can be carried or mounted on (he walls, but they gradually burn out, so use them 
sparingly and make sure that you constantly re-stock your supplies. 




PRIEST 



THROUGHOUT the levels you'll find doors. Some can be opened by a quick pull of a 
lever, some require keys and some more complex manoeuvres, such as having two people 
stand on one pressure plate while two others stand on another in a different room. 



EACH CHARACTER can carry a falr 
amount of equipment, each piece being 
allocated a place in the character's 
inventory screen. Some objects (such 
as chests or bags) can be used to store 
other items, allowing for even more 
loot to be carried. From (his screen you 
can also swap objects between players 
and change the walking formations of 
the team. 






APART FROM BEING in ncar-darkncss, the Egyptian levels contain all sorts of nasties 
to watch out for, as well as some of the most fiendish traps ever created by a human 
being. Scorpions litter (he floor and arc deadly to touch, minotaurs roam (he halls and 
mummies are bound lo pop up every now and then. 



AS WITH ALL good RPGs, you start everything at the 
character generation screen. Clicking on the 'chance card' at 
the lop will allocate a random amount of points to the 
selected character's stats. Interestingly, you don't actually 
choose any kind of class or race for each character. Instead, 
you develop each of them Into their particular roles as the 
game goes on. This means that none of them have any 
restrictions on weapon use or armour and when the going 
gets tough, your selected magician could quite easily pick 
up a sword and get stuck in. 
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STRAIGHT OUT of Hampton Court comes this 
infuriating maze (From the range of emotions I'm 
displaying in these captions, you can almost tell 
exactly what the game's like to play). Wild dogs 
litter the hedges, hue the biggest threat comes from 
something much nastier... 




THE MINOTAUR is hack on this level, except this 
time be got bis hands on a couple of very nasty 
fireballs. Not only is he powerful, he's also fast, able 
10 outcast even your quickest magician. 




SHADOWLANDS OWES A 
LOT to a number of 
previous RPGs, but even 
more to the fine talents of 
Teque London: it's one of 
the best dungeon-delving 
role-playing games to 
come along since Eye Of 
The Beholder. It's obvious right from the 
start that an awful lot of thought has gone 
into the game's design, from the easy-to-use 
controls to the use of light as more than just 
a graphical effect. The very fact that each of the 
four characters can be controlled independently of 
each other sets it apart from the likes of Cadaver, 
Dungeon Master et al, and allows you to come up 
with all manner of strategies in fights and solutions 
to puzzles. The real beauty of Shadowlands is that 
combat takes a back seat to the environment, but 
still manages to feature strongly enough to add 
excitement to the proceedings. Every object, no 
matter how small or insignificant can be utilised 
effectively even if it's just to recharge your ability 
levels. Apples are more than just food, you can 
drain them of their 'psychic energies', use them to 
set off hidden pressure plates or even throw them 



First-class 
dungeoneering 
that's one of the 
closest things to a 
real RPG 



MAGIC IS an important feature, with virtually 
every object having a degree of magical energy that 
can be drained for use in spells. Spells are found 
cither on scrolls or in magic books and range from 
fireballs (shown here being cast and taking effect) 
to spells of darkness. 



at monsters. If there are criticisms 
to be levelled, you could question 
the use of the 'little monsters'. 
Rats, snakes and scorpions can 
become a real pain in the 
proverbials if you don't pay 
attention to them, nibbling away 
at a hit point here and there, 
slowly draining the life away from your characters 
as they follow them around constantly. Also, the 
dependence on food and water to keep your party 
alive - while realistic and adding to the detail - is a 
feature of RPGs that has always, in my mind, 
detracted from the fun of the game. It's unfair to 
base an opinion on these points, however, as they 
are purely personal points of view and the very next 
person will probably tell you that he enjoys those 
aspects. Shadowlands is a glorious fantasy romp, 
mixing exactly the right amount of action with 
thought and wrapping it all up in a completely 
absorbing atmosphere. The only thing it's missing is 
a multi-player link-up option, which would really 
have been something special. 



Paul Presley 
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REVIEW 



For those who go weak at the knees at the sight of a nasty bit of 
chaffing on their finger. Millennium offers a clean and civilised 
alternative to intergalactic war. 



STEEL 
EMPIRE 

MILLENNIUM 




IT'S 2200 AD and the universe 
has finally come to its senses. 
Humanoid battle is extinct: no 
more blood, no more gore, no 
more guts. Of course, being 
humanoid, the combined galactic 
nations haven't quite got around 
to outlawing interplanetary 
warfare altogether. These days, 
it's just cheaper and more 
efficient to use cyborgs instead. 
The focus of military activity this 
year is the neutral planetary body 
called Orion. No less than five 
separate empires (one of them 
yours) are out to claim the 
territory. The result is a mad 
intergalactic scramble for 
supremacy in which you and up 
to four friends compete in a 
desperate battle for power, 
planetary control and cybernetic 
superiority. In theory it's a free- 
for-all; in practice it's a highly 
structured war simulation based 
on each of the participants taking 
turns to make their moves. The 
balance of strategy and cyborg 
action is user-definable; it takes 
just a click of the mouse button 
to determine exactly how much 
you participate in the battle 
sequences yourself. 





lefore the action 
starts, the intra 
icqucncc gives a 




FROM THE conlrol 
centre a window 
onto the planet is 
opened and 
decisions arc made 
on the future of the 
campaign. At the 
end of the turn the 
window doses; if 
you're not taking a 
direct role in 
combat, battle 
noises indicate that 
a cyborg 
confrontation is 
going on. 




THERE ARE THREE main battle options. Battle Practice is a straight fight for 
supremacy in an arcade environment. In a Strategy Campaign you just give the orders; 
the direct confrontation between cyborg troops takes place automatically and you'rt 
informed of the result. In a Complete Campaign you have two choices: having first 
directed the objectives of individual forces by specifying priority targets, you cither 
take control of the confrontation yourself or sit back and wait for a battle report. 

IN COMBAT the 
screen divides into 
two. one side for 
each of the 
participating 
forces. The control 
cyborg {selected by 
you) comes under 
your command; the 
rest are directed by 
the computer 
according to the 
attack strategy 
you've picked. 
Short and long- 
range radar show 
the position of both 
sides, while heat 
and armour meters 
indicate how much 
damage the control 
cyborg is suffering. 



WHEN THE CAMPAIGN 
WINDOW opens, Orion is 
revealed in all its glory. The 
planet surface spans all five 
terrains and is divided into a 
series of countries, some 
containing cities, others 
relatively uninhabited. You 
start off controlling one 
country and need 10 use your 
finances to conquer as much 
of the adjoining territory as 
possible. 
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BEFORE YOU START churning out metal monsters, you'll have (o build a factory, 
although you won't be able to afford the more expensive ones until you've secured 
enough capital. Although the average metal warrior has a life span of 4,000 years, severe 
stress can shorten it considerably: repairs between battles are a good idea. 
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THE EMPIRE statistics screen keeps tabs on your overall 
strengths and gives information on your capitals, occupied 
countries and so on. It also gives details on the cyhorgs 
involved in the campaign and their individual strengths. 




BATTLE PRACTICE turns 
novice commanders into 
seasoned generals. There are 
two training alternatives. 
Survivor is a straight one-on- 
one endurance contest in 
which your cyborg is pitted 
against a scries of ever-tougher 
opponents: stay alive and you 
qualify for a place in the Hall 
Of Cybernetic Legends. 
Showdown is more complex: 
two forces fight it out for 
death or glory and the choice 
of cyborgs is up to you. 



IF YOU CHOOSE the battle option, 
a large chunk of Steel Empire 
involves joystick-controlled cyborg 
confrontation, but if it's an arcade 
blaster you're after, this really 
isn't much cop. The game's 
strength is the depth of its 
strategy element: building up 
territory, creating cyborgs, 
controlling key settlements and 
selecting exactly the right moment 
to attack. In terms of content and 
long-term reward, there is some 
similarity with Sim City, Realms and 
Utopia (it's certainly just as easy to get the 
hang of), but the traditional style of 
presentation is » eiw 

more likely to 

appeal to the Stfateq V 

serious-minded i - ■ 

wargamerthan gam© WHICH 

has special 
appeal for 
those with a 




wargaming 
bent 



the mainstream 
joystick juggler. 
The action focuses 
on protracted 
planning rather 
than instant 
reward, and the 
graphics, although 
clear and user-friendly, are functional 
rather than pretty. The sound is the 
exception. Although it's kept to a 
minimum in-game, a dark intro tune, 
battle noises between turns and a very 
smooth female voice which advises on 
tactics, create a cyberpunk feel. In the end, 
though. Steel Empire's biggest advantage 
is its multi-player facility: playing the 
computer is just no substitute for 
hammering your mates into the ground. 



Kati Hamza 



J 
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LEISURE 
SUIT 
LARRY 5 

SIERRA 
1 MEG REQUIRED 
2 DRIVES 

PRICE 

£34.99 

OUT 

NOW 



GRAPHICS 



SOUND 




DURABILITY 



PLAYABILITY 



OVERALL 

50% 



The ultimate lounge lizard is back. Al Lowe's sleazier 'other half once 
again takes us into the world of the dirty mac brigade in a search for 
the ultimate babe. 



LEISURE SUI 




POOR OLD LARRY LAFFER 
hasn't been having the best of 
times recently. He's currently 
employed as chief video tape cleanser 
at the mighty PPC (Porn Productions 
Corporation), home of America's latest 
television craze -America's Sexiest 
Home Videos, a sort of You've Been 
Framed hosted by Bernard Manning 
and James Whale. Larry hasn't always 
been in such a dead-end job. Last he 
remembers, he was a successful 
computer games designer, living in 
Hawaii with his long-time girlfriend 
Passionate Patti. The trouble is, that's 
the last he can remember. 

Everything from the end of Leisure 
Suit Larry 3 to the present day has 
gone from his memory. The hapless 
soul just can't remember what could 
have happened in Leisure Suit Larry 4 
to land him in such a position. Still, his 
luck's about to change... 




LARRY'S BOSS, the fearsome Mr. St ru email, has just had a brainsformcr of an 
idea (at least that's what his Yes men think). In order to Rnd a hostess who's 
sleazy enough to present his new game show - America's Sexiest Home Videos - 
PPC needs to find a total loser to audition the girls, with the view that if shell go 
for him, she'll go for anyone. Guess who's just walked in to pour the coffcef 




MEANWHILE, in a bar on the other side of (he Slates, Passionate 
Patti is eking out a living as a nightclub singer, working in one 
cheap joint after another. After being fired from her latest place of 
employment, however, she's approached by a shadowy figure 
waiting by the back door. 



IT SEEMS that the FBI are anxious to get an agent into key 
positions in the world of entertainment so that they can glean 
information on all the nefarious goings-on. Thanks to her, ahem, 
particular talents, Patti is the perfect choice to do a little... 
undercover work. 






LARRY'S WORKSHOP is the kind of place that you'd expect to get thrown into when HAVING ARMED his camera and picked up the information on 
Bred from a job, not somewhere you would actually work. Garbage lies everywhere, but the girls, Larry beads for the airport. Here his problems begin: 
concealed within are the necessary bits and bobs for cleaning and erasing tapes. he's no idea how to get a ticket, pay for one or board a plane. 
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THt ONI MAKOI 





Bruno 



"Th&nJes, Vinnie. Boss, as know, 
our pornography division also enjoyed 
& period of explosive growth as this 
slide shows." 



ANOTHER INTERESTED PARTY in die TV show is the local Mafia. Having recently 
ventured into ihe lucrative pom market, the mob feels that if it can infiltrate the show 
and get it banned, interest in the X-rated video market would soar and they would 
make a nice fat profit. 




WITH THE STAGE 
all set and the 
characters 
prepared, the story 
starts to unfold. 
Throughout the 
game you control 
cither Liny or Patti 
(■witching roles at 
relevant stages of 
the game) as you 
attempt to solve 
each of their 
particular problems. 
Larry's first task is 
to find some blank 
I apes for his 
camera. 




A GREAT MAN once said that the 
secret of comedy is in the timing (I 
think it was Paul Shane in 
Hi-De-Hf). With the constant disk 
accessing that takes place in 
Leisure Suit Larry 5, the whole 
concept of timing is thrown out of 
the window. It's just too slow to 
make the grade as a decent 
playable game. Even the smallest 
of actions, be it accessing the 
control panel or just walking 
around the screen, causes the disk 
drive to start whirring and the 'Insert Disk 
X' instruction to be printed. The Larry 
series has always relied heavily on its 
laughs to sell the product but I'm not 
even sure that the saga is funny any 
more. The whole idea is very much a 
one-joke affair and 
once Larry's been 
dumped on by one 
sexy lady, he's 
pretty much been 
dumped on by them 
all. The humour isn't 
what you'd class as 
lavatorial, it's more 
pre-pubescent than 
that. Schoolboy 
humour at it's worst 
sniggering at every double-entendre that 
pops up (pops up! Geddit? Eh, eh? - You 
see? Even the world of Viz's Finbar 
Saunders becomes tiring after a while) 
and seeing everything in the world from a 
sexually inadequate viewpoint. Even 
Sierra's new look doesn't save things. The 
graphics, while radically different from 
anything the series has attempted before, 
unfortunately come across as very basic in 
places. The deliberate jokey, cartoon style 
just doesn't work as well as it does in, for 
example, Willy Beamish, and the music is, 
to be frank, abysmal. It's hard to believe 
that a company that's supposedly as 
professional as Sierra can produce a game 
that looks and plays so unprofessionally, 
but when you consider its track record on 
the Amiga, it hardly comes as much of a 
surprise. Those of you with hard drives 
are at an advantage. When you play it 
with the correct equipment Larry 5 is 
quite enjoyable. The puzzles are well 
worked, the story is well thought out and 
you'll probably be able to draw a fair deal 
of pleasure out of it. But at this price, 
owners of the bog-standard Amiga would 
be advised to steer clear of what is more a 
technical failure than a bad game design. 



Damaging 
hardware 
problems 
hiding a 
non-too 
impressive 
game 



PATTI CAN look after herself. Her mission is to infiltrate the music biz and get dose to 
a big-shot producer at a local studio, so lo make sure things go smoothly, she's kitted 
out with the latest in hi-tec thingumy doodahs from the FBI's research lab. 
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When I were a lad you could get a full-price computer game, a night out at 
t'pictures with yer lass and still 'ave enough change out of a tenner to get 
home on t'bus. Well Gramps, you still can thanks to this little lot. 



MONTY PYTHON'S 

FLYING CIRCUS 

16 Blitz Tronix £9.99 

IF EVER THERE WAS A 
LICENCE that was guaranteed to 
have people saying, "How on 
Earth are they going to make a 
game out of that£" it's Monty 
Python. But make a game they did 
and what a nice little number it is 



The game sees you guiding Mr. D. P. Gumby 
(remember^ The guys with knotted 
handkerchiefs on their heads that shouted a 
lot) around various Cilliam-inspired worlds, 
searching for the missing pieces of his brain. 
Along the way you have to contend with The 
Killer Cars, the dreaded Keep Left signs, Spiny 





Norman, confused cats, ministers from the 
Ministry Of Silly Walks and the Spanish 
Inquisition (ooh, I didn't expect etc. etc.). 
Fortunately, Mr. Gumby is armed with an 
'addock (called Eric) and the ability to (on 
some stages) turn into a fish 'imself. 

The whole concept of Monty Python is very 
bizarre and the game reflects this, 
implementing all of the Python trademarks 
perfectly (Spam bonuses, the Spanish 
Inquisition throwing soft 
cushions at you, the Cheese- 
lok copy protection). It's still 
a very playable platform 
game and is guaranteed to 
keep you chuckling into the 
small wee hours. 




SAINT DRAGON 



Kixx £7.99 

ONCE AGAIN THE GALAXY is being 
conquered by an evil force of monster 
machines and the only chance of defeating 
them lies with a race of giant dragons. But, as 
always seems to be the case in these mass- 
weapon extravaganzas, they're on a planet far, 
far away and can't be contacted. The galactic 
populace ponders for months as the machines 
gradually ruin world after world, laying waste 
to the beautiful flower-covered landscapes and 
architectural delights, and is on the verge of 
giving up when one day a lone fighter stands 
up and vows to fight back. 

Saim Dragon (81%, Issue 25) is a coin-op 
conversion, and a competent one at that. You 
take control of a coiled dragon with an 
attitude. Blast your way through the five 
landscapes full of malevolent aliens. To help 
protect yourself you can coil your tail around 
your vulnerable head, the only drawback 
being that you can't move while doing so. 

The colourful graphics are a dead-ringer for 
the coin-op, and the scrolling landscapes give a 
great sense of depth. The enemies, however, 



are your bog-standard mutated aliens that 
come flying onto the screen, spit lasers at you 
and fly back off again. Luckily you can pick U| 
plenty of bonuses and power-ups to arm 
yourself with, including such 
weapons as plasma bolts and 
extra lives. 

All in all, Saint Dragon is a 
pretty good shoot 'em up, 
and definitely worth getting 
at this price. 




7 Am; 
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VAN IRONMAN STEWART'S 

SUPER OFF ROAD 



16 Blitz Tronix £9.99 

IVAN -IRONMAN' STEWART'S SUPER OFF ROAO (87%, 
Issue 24) is basically a jazzed-up version of the old coin-op 
classic, Super Sprint] the main difference being that Super 
Off Road's view is at an angle, as opposed to Super Sprint' 
strict birds-eye view (and of course, Super Sprint had you 
^^g^^ driving in Formula One cars instead of dirt 

M I hir. being a Leland coin-op conversion, 

^SBH) Super Olf Road will obviously be judged 
aiding to its similarities to the 
■ 7^ " . ' ; original In that respect, it does serve the 
coin-op nicely; the graphics, although for 
obvious reasons smaller, are well defined. 



while the sound is virtually the same as its big brother's. 

The idea is to come first and receive a giant trophy 
(simple enough). lb help you do so you're equipped with 
nitro boosters that enable you to shoot around the track at 
neck-breaking speeds (you've got a limited supply, so don't 
waste them) and can pick up money bonuses to help you 
out between each event. At the end of each race you enter 
the shop, and depending on how much money vou 
collected during the race, you can buy extra equipment like 
a super new engine. 

Super Off-Road certainly provides good entertainment 
for a while, but as with practically every Super Sprint 
variant, it doesn't have the appeal to warrant any lasting 
interest. 



MANCHESTER UNITED 



GBH £7-99 

HOORAY (AHEM) I THOSE WONDERFUL 
GUYS at Krisalis have given you the chance to 
battle your way through the footballing 
leagues - or against a friend - by controlling 
that wonderful (choke!) team, Manchester 
United (look, if you really want to take control 

, of the worst 
football team 
in the league, 
then that's 
your 
problem. 
Okay, 
Manchester 
United aren't 
all that bad, 
but Everton 
would be a 





much better license to go for, 
don't you think*). 

The in-game perspective has the 
side-slightly- raised view and allows you 
to see virtually the whole pitch. News and 
management reports with headlines such as 
'Manchester United bought for £20 million' are 
also included to give you an update on how 
well (or badly) your team is doing. 

Football games in general don't need flash 
graphics (take Kick Off 2 for example), but 
Krisalis obviously thinks differently and has 
gone for polished graphics - including nicely 
animated players and a jeering crowd. 
Unfortunately, it can't hide the rather poor 
gameplay and to be honest, you'd be better off 
waiting for Player Manager to arrive if you 
want a really decent manager-cum-footie 
game. 



OTHER 
RELEASES 



BSSJANE 
SEYMOUR - 

£9.99 
(GBH) 




AM SUZUKI 



GBH £7.99 

GRAND PRIX MOTORCYCLING 
MUST be one of the most exciting and 
exhilarating of sports. Imagine the feeling 
you'd get racing around a tight bend at 120 
mph, the thrills of spinning off into the 
barriers aa you clip the back of an opposing 
racer and the joys you'd get after many 
months of intensive surgery. Now you can 

experience 
these delights 
(except for the 
hospital bits) 
with GBH's 
budget release 
of Team Suzuki 
(91%, Issue 30). 

Gremlin, the 
original 
programming 




team, went for the realism of the sport, rather 
than the standard top-view or race-around- 
the-oval- track type of game. The technical 
achievements are amazing, with 3D vectors 
used to portray everything from trees to 
people, 

If you're worried about speed, then don't be. 
Although most vector games slow down, this 
one doesn't; it's as fast as a dog in a cat- 
chasing competition when riding on 
a skateboard The one problem that 
you'll find with Team Suzuki is that 
it can be too difficult to control, 
especially when it comes to using 
the mouse. But it all comes with Hjju.^ m 
practice, and I'm sure you'll have fun : 
learning. 

Although hard to get to grips with 
initially, this is simply one of the 
best motorbike racing games to date. ~k 



DIZZY'S 

EXCELLENT 

ADVENTURES 

£24.99 

(Code Masters) 

DEFLEKTOR 

£7.99 
(GBH) 

HOVER 
SPRINT 

£7.99 
(Code Masters) 

ITALIA '90 

£9.99 

(16 Blitz Tronix) 



PROJECT 
STEALTH 

£7.99 
(Kixx) 
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This month. John Cook goes In search of Che Holy Grail, builds his own Starfighter. 
drives like a maniac ihen survives a kick in Ihe Gauls, only 10 gel married 10 a 
pinball machine. 



Asterix - Konatni 



ARCADES 

NEW ARCADE SOFTWARE has been a bit thin on the ground this 
month: niosi companies arc keeping their new titles under 
wraps until ihe AT El. the main irade show for the arcade business. 
And all the signs are that there are a few gems in store at the show, 
which we'll tell you aboul next month. 

Rediffusion - which is perhaps better known for its multi-million 
pound simulators for I raining pilots - is launching a two-player, 
fully-interactive enclosed moilon-lwse simulator; and W Industries 
will be showing a new networked DGD syile pixie bash that has up 
10 four players at once down a custom-designed dungeon, hacking 
away at the Forces of Evil All this and more, but that's all next 
month. I hear you say. What about now? 



Bride of Pinbot - Williams 



PINBOTWfiS a cull Williams machine several years ago - and 
he made another guest appearance in Taw since then. Now 
he's getting married to a Metal Maid Marian - only you have 10 
construct her first. 

Initially I wrote (his off as a one-shot game - right flipper to left 
ramp - but have since discovered that although it's unforgiving in 
the extreme, it's still a pretty good game if you can get into it 



KONAMI IS OBVIOUSLY into cartoons. Anyone remember Teenage 
Mutant Ninja Turtles? And what about The Simpsons? Having 
said that, everyone's into cartoons right now. from Sega with 
SpiderMan to Dala East with Captain America. At least Asterix has 
the vlriue of not being American. 

Asterix the Gaul is, of course, a classic in the cartoon world. It 
was written by a couple of French guys and based around the 
activities of a small village of Cauls way back in the time of the 
Roman Empire. These Gauls are extra hard: the local druid makes a 
certain Magic Potion that really gets the tribesmen going. This strip 
has already given rise to a number of films as well as the countless 
l)ooks of adventures, and it's noi an easy subject for a game, as so 
many have found in the past on home format. 

As a one or two-player game, with the option of playing either 
Asterix or his rotund friend Obellx, there are some neat control 
systems which are varied for each character. With great sound and 
astonishing animation, this really isn't half bad. 

So the good news is lhai Konami has done better than mighi have 
been expected in tr ans ferring both the graphic style and the off- 
the-wall humour of the original. The bad news: if you don'i like 
Asterix you're really going to hale this game! 



Knights of the Round - Capcom 



w N DAYS OF OLD when knights were bold, no-one would have 
m dared to tamper with Olde English Legends. Bui nowadays, 
anything goes! So ihe qursi for the Holy Grail has now been 
converted into a three player vtd, with you the player given ihe 
choice of being Arthur (long Sword, well balanced in Power and 
Speed), Lancelot (Scimitar, bit of a wtmp and fast on his feel) and 
finally Perceval (A*e. buill like Aml*>. 

Up to three players wade their way through horizontally scrolling 
scenery packed with all snrt-. of had guv*, in si-an h of the Grail. 
Controls are simple enough, with an 8-way Joystick and [WO fire 
buttons. There are two basic moves: fire with the joystick to the 
right to lunge and to the left to parry.Take a hii and your power 
meter at the top of the screen goes down. You get extra power by 
slashing at a bit of scenery which then disappears to reveal 
goodies: food or dosh. The opposition, Swordsmen Barbarians. 
Massive Guys on Horseback, have their own separate power meters 
ai the bottom of the screen - and you'll find them pretty tough 






Fi Exhaust Note - Sega 



AGAIN SEGA PROVES that it has the engineering skill* 10 blow 
away every other company In ihe business. Fi Fxhaust Note 
contains some super smooth, super fast, super colourful scenery 
flying past as you drive your Fi Car. rather like you did in Super 
Monaco Grand Prtx. Even down to the screen display. 

This is good two-player fun. but for real multi-player freakoui. 
Final Lap II has yel to be beaten. 
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MATHS 

ADVENTURE 

National Curriculum Maths for Ages 6-14 




a 



FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 

Addition 

Subtraction 

Multiplication 

Division 

Fractions 
Decimals 

Using calculators 

Shape & Space 

Money problems 

Measurements 

Number patterns 

AMIGA MATHS ADVENTURE 

For ages 6 - 1 4 Price £25.99 inc. VAT 

Now available from your dealer or direct from Kosmos. 

Write or telephone for a FREE 20-page brochure of our 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 
Telephone 0525 873942 or 875406 



SUPER FREE GIFT] 

only for Kosmos mall order customers 

CASIO SOLAR 
CALCULATOR 




Access 
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If you want the Bad and the Ugly you're going to be 
disappointed: there's only the Good in this month's Demos 
pages. 





RSI's demo maker is not for the 
uninitiated. 

AFTER LAST MONTH'S SORRY SHOWING, this 
monih has been unusually fruitful for games 
and demos. OK. there have been plenty of 
dot-spheres, bouncing balls and endless 
lines of boring scrolling text, but we've also 
received a superb five-disk deep space epic, 
a PD version of the classic puzzle game, 
Columns, a version of Asteroids that's as 
close to the original as you're likely to get 
(Utter ye not - it's addictive stuff for 
nostalgia fans), and a kids' painting 
program If that's not enough, there's also a 
sophisticated demo maker so that you can 
stop watching everyone else's and do it 
yourself. 

PICK OF THE MONTH 
ODYSSEY 

This five-disk offering from Alcatraz is one 
of the most graphically impressive demos 




IF YOU DOS 7 recognise this game, you 
probably don't know about tank tops. 



that we've seen in a long time. It's got Just 
about everything that a programmer would 
want to show off: fractal flying sequences 
over planet surfaces, animated space 
battles, superfast polygon space craft, 
digitised explosions, a huge variety of 
background nines, some first-rate special 
effects, and excellent still graphics 
throughout. 

The story, which takes half an hour to run 
from sian lo finish, is set In System Century 
V. For centuries people were allowed to visit 
planets and roam the galaxy freely, but in 
2073 a race known as the Kryllion wandered 
in from some obscure corner of the universe 
and began a rule of oppression. The chief, 
character in the tale, named Zork. has un 
now been idling away in the Galaxy of 
Proton. The Supreme Council has put a si 
to alt thai by giving him a mission to destr 
the enemy base. What happens next takes 
up four and a half disks. 

The only minor disappointment is the 
writing itself; the text is about as exciting a| 
watching Cambridge United hoof the bal 
upfield, and on top of that it's pretty badly I 
written. Take this, for example; "He 
provides you with all the information you 
need - here they are." If you can ignore thil 
kind of verbal contortion (and it's well 
worth making the effort), you're in for a re 
treat. 

PAINTING BY NUMBERS 

We don't normally feature utilities in the 
Demos pages, but they're worth covering If 
liey're as good as this. KidsPaintis a 
tiareware program written by Paul Dodd. 
Mitch basically means that if you like what 
fou see. he'd appreciate you sending him a 
iver for the privilege of using It. 
It's designed for children of all ages; and 
hat Includes anyone who hasn't got a clue 
what a painting program is or how to use 
one. The range of colours is small (only u), 
and the drawing/painting utilities are 
limited to three brushes (paint, freehand, 
colour cycle), eight cursor types, a symmetry 



tool and a pattern line. However, the big, 
friendly graphics, speech and simplc-to-use 
controls make it ideal for kids; and. of 
course, for anyone who isn't sure whether 
they enjoy an packages and doesn't want to 
find out by shelling out over £70 for a 
professional program. 

PICK 'N' MIX II 

As you'd expect from the title, this is a mix 
of the very good and the astoundingly 
rubbish. Surprisingly, one of the best is an 
arcade- perfect version of Asteroids. You can 
play this in cheat mode (boring) or normal 
mode: all you need to do is put your 

on a shelf at chest height, stick 





v * 



1 



m 



KIDSPAINT: it can't beat DPaint 4, but it will give children of all ages a good 
introduction to the world of Amiga art. 




1IDWINTER-STYLE jD planet -hopplns 
luences are Just a small part of the 
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DEMOS 




some rubber buiion covers on 
the appropriate Amiga keys, gel 
and colour your hair Into a 
_parakeei style, and you, 
Id transported, back 
to the law 19705. 

1 ihr iionti f offerings 
i ouple u( bland music 
pieces, a bran- of impressive 
demos, a nul-very-gond-at-all 
* Rogue Iroopvr pic and some 
useful utilities. Continuing in 
nostalgia mode, there are also a 
couple ol extra games. Reich A 
Slipstream, assembled by AMOS, played by Sketch is tich-.i-Skeich for your 

computer (a bizarre idea, but 
^^ft good laugh): and 
lerPede is virtually 
nlpedes in space. The whole 
:kage is well worth a look: as 
ig as you don't expect quality 
■I round, you certainly won't 
Be disappointed. 



DEMOS MEET THEIR 
'MAKER 

Just a brief mention for a 
couple of decent demo-related 
disks we've seen this month: 
Divine Inspiration's Music Disk 
2 features a veritable 
cornucopia of thumping tunes, 
and the otherwise good Turmoil 
music demo has some rather 
unusual, unoriginal dot- 
spheres, starfields and 
background pictures. 

Then there's the RSI demo 
maker - a utility not designed 
for the beginner - which will 
please anyone who knows Ihey 
want to do something creative 
but doesn't know how to put it 
all together in demo form. 
Everything from music, fonts, 
sprites, and balls to scrolling 
text can be Included — 
instructions and help are 
available. 




COLUMNS on the Amiga: fast and frantic at first, but 
many hours of fun He ahead., , 




GAMES 

Apart from the excellent Asteroids, there are 
only a couple of games worth mentioning 
this month. The first Is Mega Oty's Amiga 
Columns , a cheap and cheerful version of 
the puzzle game classic. If you don't know 
what Columns is all about, it's basically a 
combination of two other pu/zle games, 
Tetris and Klax. Blocks of coloured patterns 
(any three from eight) fall down the screen 
and you have to line up the same colours 
horizontally, vertically or diagonally to 
eliminate them from the screen. If your pile 
of blocks reaches the top of the screen, it's 
game over. 

This is a reasonably good conversion, if a 
little difficult for beginners: you have to 
concentrate all (he time, and blocks often 
disappear when you don't know what you're 
doing. However, stick with it and you're 
rewarded with a variety of tunes and that 
all-important high score. Addictive stuff. 

The second game is Slipstream's Skate 
Tribe, from Software Expressions PD library. 
Considering it was put together using AMOS, 
it isn't at all bad. It's a scrolling roller 
skating game In which you have to skate, 
avoid obstacles, pick up objects and... er... 
that's ahoul all there is to it. Colourful 
graphics and three difficulty levels could 
make it worth your while, but don't expect 
Skate or Die. 



BOVE ami below: a selection from Pin 'n' mix's disk. 




WHERE TO GET THEM 



The games and demos mentioned 
above can be bought fiom the 
following libraries. Some supply 
disks considerably cheaper than 
others, so Ifs worth shopping 
around. 

17 BIT SOFTWARE: 

PO Box 07, Wakefield. WFi iXX. Tel: 
(ooit) tbbofti 



SOFTWARE EXPRESSIONS: 
Hebron House. Slon Road. 
Bedminster, Bristol, BSj )B0. Tel: 
(0272) 637634. Disks Li each • 7op UK 
postage. 

VIRUS FREE PD: 

2) Elborough Road. Moredon, 

Swindon. Wiltshire. SIN 2 2LS. Tel: 

(079 J) 5I2J2I. 



500+ PD 

IT you own Commodore's latest all-singing, 
all-dam nig Amiga, the son-, you're 
probably aware l li.it there's a problem 

loading some of (be older games. 

Unfortunately, the same is true for Public 
Domain software Some PD libraries hack 
into iheir games and demos to make them 
compatible both with the soo- and older 
Amigas - but many don't So the moral of 
this story is... ring up to check, before you 
send off your cash, that the PD stuff you 
want is 500- compatible. 
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COMPETITION 



WIN! A BONANZA 
BUNDLE OF 




IT HAD TO HAPPEN sooner or bier. On their lost little excursion into the 
world of disorganised crime, Mobo and Robo (or is it Robo and Mobo?) 
left behind one too many fingerprints and now the Fuzz are closing in. 
Things might not have been so bod if it wasn't for the large bundle of ill-gotten 
gains sitting in the corner of their flat. If the boys in blue clap their eyes on that 
litHe lot, they could dean up their missing items list for good. 

There is o way out for the boys but they'll hove to get rid of the 
'merchandise' if they're to stand a chance. Thai's where you come in. Mobo 
and Robo hove 1 0 stylish tube radios that "just 'appen to hove fallen off the 
bock of a lorry honest, John" that they're just raring to get rid of. Do 'em a 
favour, take them off their hands and give 'hem a chance to steal them back 
from you. 




All you hove to do to get your mitts on one of these radios, a copy i 
Bonanza Bros and a remarkably spiffy t- shirt ( 1 0 runners-up will receive a t- 
shirt and a two-year suspended sentence in Parkhurst) is to complete the 
following statement in the most plausible fashion. Points will be awarded for 
originality and beliavability. To help you out, we've given you a list of helpful 
words that ore guaranteed to get you off scot-free. 

There's no limit to the length or content of your entry. Diagrams, illustrations 
and use of colour may help to sway our decision but we're not promising 
anything. Send your answers with your name, address, telephone number and I- 
shirt size to: It's A Fair Cop Guv, You've Got Me Bang To Rights Competition, 
The One, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Entries 
must be in by March 28th, 1992 



T" 
I 



"I'm innocent officer, 'onest. I couldn 
'ave done it because 



i 
i 
i 



RULES 



I . Entries on-rnng after March 28lfi wJI be locked up in solitary hy a couple of yean to loach ihom o Irnton 
2. ErrcloyM i ol EMAP Iwaget <X US Gold are frubrdden Irom entering Anyone kecking this unwritten law (unwritten opart Iran hem ol 
course | would be odvned nol te. rjeay off the" mono in ihe foreseeable future 
J The edited decision n twin! cn oil moHm and no coiropondentt will be entered into (no. r>e no idea whof rt meoni e*er) 
4. You hoe ike righl to remom utent (but you won't Hmd modi chance of w inning if you do! 
5. Anything you toy may be used in evidence against you m a court of low. 



i 
i 

i 
■ 



HELPFUL 
WORDS AND 
PHRASES FOR 
THE MODERN 
DAY CRIMINAL 

Shooters (Guns) 
Tom (Jewellery) 
Sparklers (Diamonds) 
Motors (Vehicles) 
Blag (Burglary/Robbery) 
Lag (Ex-Convict) 
Filth, Rozzer, Fuzz, Old 
Bill (Police Officers) 
Reagan (John Thaw) 
rter (Dennis Waterman 



_J 



iety's to blame 
I ain't saying nuffink till 
my lawyer gets 'ere 
I'd like 28 other offences 
to be taken into 
consideration 




82. 
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You don't have to be Einstein to get 
the most out of your Amiga with... 




CU Amiga offers you 
easy access to all the 
possibilities that your 
Amiga holds. Packed 
with a breadth of 
coverage beyond 
games, CU Amiga 
delivers - 



The ultimate 
peripheral coverage . 
Extensive, clear 
guidelines on 
what's available, how 
you can use it and 
what's best to buy 

Unsurpassed 
hardware coverage. 
CU Amiga was the 
first magazine to 
regularly feature 
CDTV. 

The best buyers guide. 
At least 33 pages 
packed each month 
with all the informa- 
tion about what's best 

60 non entertainment 
products put under 
the microscope each 
month 



PLAYERS 

GUIDE 



Presenting the definitive guide to the definitive platform game. 
The guys and gals at Millennium take you through the first few 
levels of everyone's favourite fish-based game.. 



JA 



r 1 




EACH OF THE LEVELS are split 
into a number of worlds ana 
below are guides to each world. 
One point to note is that after 
completing certain levels, bonuses 
will appear on the main tower 
screen. The positions of these 
bonuses are described at the start 
of each level. 

THE SPORTS LEVEL 

After-level bonuses can be found 
on the low roof, one screen to the 
left of the Sports door. 

World One 

Theme: Soccer 
Exits: World 2 

This woHd introduces the player 
to the idea of progressing lefi to 
right, jumping over pits, 
roof-hanging over pits, collecting 
bonuses, bopping enemies, 
moving platforms and bonus and 
enemy 'head-banging' blocks. 
The main point is snowing that oil 
of the penguins must be collected 
to activate the exit pole. 

To the left of the start is a 
battery and a quick exit from the 
whole level. From the last enemy 
head-block in the right hand end 
of this woHd, it's possible to jump 
into the edge of the roof above 
the exit pole where there are two 
extra lives. 

World 2 

Theme: Tennis/Cricket 
Exits: WoHd 3 

More of the same. Near the exit 
pole mere's o penguin which 
can't be reached until the 
head-block to the right of the exit 
is hit and the wings collected, 
enabling Robocod to fly. 

Walk left from the start onto the 
top tennis ball and jump. There 
are two extra lives hidden in the 
roof About four screens from the 
right hand end of this world there 
are some bonuses in o small 
room ot the top of the screen 
which cannot be reached Just to 
the right of them is a plunger 
which, if jumped on, will drop the 
platform below the bonuses. 

WoHd 3 

Theme: Balls/Boxing/Weights 
Exits: Bonus World and Tower 




Screen 

A penguin can be seen in the 
room above that cannot be 
reached. The correct way to get in 
there is to travel to the top room at 
the right hand end of this world 
and knock an aeroplane out of 
the heod-block. In the room 
above is an extra exit which takes 
you to the Bonus World. It is also 
possible to reach the top room by 
bouncing on the bird in the room 
nexl door. 

To the left of the exit pole 
immediately above the starting 
point is an extra life hidden 
behind the leftmost boxing glove. 
In the wall immediately to the left 
of the two penguins are two 
batteries - you will need to jump 
to get these. 

THE FLUFFY TOYS 
LEVEL 

After-level bonuses can be found 
on the low roof, one screen to the 
left of the Sports door. 

World 1 

Theme: Teddy Bears 
Exits: WoHd 2 
~M Travel up and left on the moving 
platform for bonuses. Go right 
from the exit pole for extra 
bonuses. 

WoHd 2 

Theme: Teddy Bears 
^ Exits: Bonus World and WoHd 3 

Above your starting position are a 
pair of wings. To get them, enter 
the second room olong in the 
roof. Travel left as far as possible 
then jump on the bird to go left 
further. Once you have the wings, 
there is o bonus exit at the top 
right of this room and more 
bonuses if you fly through the wall 
under the exit pole. Down that 
way are also some batteries 
behind a solid wall. Travel to the 
top of the wall where you'll be 
able to pass through it. 

World 3 

Theme: Bricks And Straw 
Exits: Tower Screen 

There are no hidden bonuses in 
this woHd. 

Bonus World 
Exits: WoHd 3 

Jump up and right to get through 
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the poles. Jump into the cannon. 
After you have been fired out, 
push up to get extra height, then 
left to land on the higher platform, 
Collect bonuses and pet in the 
second cannon to make the exit 
pole. If you want extra bonuses, 
jump around the roof above the 
exit pole and through a hidden 
hole in the upright. Jump over the 
exit pole to reoch a hidden extra 
life. 



THE SWEETS LEVEL 

After-level bonuses can be found 
at the extreme bottom left corner. 
There ore two statuettes between 
the bonuses. Jump on them for 
lots more. Stay on the statuettes 
until they stop, then jump higher 
to see a brolly. Collect it, followed 
by lots of coins, on the way down. 

World One 
Theme: Cakes 

Exits: World Two and Bonus 
World One 

Travel along the floor for the easy 
route. Towards the end of this 
world, many bonuses can be seen 
on the plates above. These are to 
tempt you into taking on the birds, 
another exit can also be seen 
above the normal exit. The 
observant player will have noticed 
the wings hidden amongst the 
many bonuses on the plates, so 
take on the birds {there is an extra 
battery up there anyway) and 
head for the Bonus World One 
exit. The normal exit takes you to 
World Two. 



Exits: World Two 

World Two 
Theme: Icing 

Exits: Bonus World Two and 
WoHd Three 

There is a secret room above the 
first Bertie Bassett encountered. 
Jump onto the vat of icing to drop 
into it. When you return you'll be 
back in the vat. There is another 
secret room in the roof just to the 
right of the vat of icing. It's similar 
to the first one, but the chocolate 
border is unwrapped, so you can 
walk straight through it. mis way 
leads to the exit pole. Other 
routes ore dead ends, but are 






OA 






worth exploring for on extra life 
J and many bonuses. 



Exits: WoHd Two 

World Three 
Theme: Aero Cheese 
Exits: WoHd Four 

A hidden room can be seen from 
the first moving platform which is 
already moving before you step 
on it. In this small room is o 
Penguin bar which can be jumped 
into lor an invulnerability bonus. 
The first exit pole - at the bottom 
right of the woHd - is o dummy, it 
wi I return you to the start of this 
world over and over again. 
Above the exit pole is an arrow 
pointing upwards. Jump up, 
above the arrow, to land on an 
invisible elevator. The elevator will 
take you up to a new cavern - this 
is the way out. Before you enter it, 
jump up again where another 
invisible elevator will take you up 
to a hidden room land an extra 
life]. 

World Four 

Theme: Cakes/Ice Cream/king 
Exits: WoHd Five 

Very difficult. There are a pair of 
wings hidden in the right hand 
edge of the right hand cake at the 
bottom of the woHd, 

WoHd Five 
Theme: Chocolate 
Exits: WoHd Six 

All exits restart this section. The 
clever player will notice a hole in 
the floor and drop into it to enter 
the next world. 

World Six 

Theme: Boiled Sweets 

Exits: Tower Screen 

This world is really easy and 
obvious. It's Y-flipped (upside 
down) which makes it novel and 
just a little harder. There are four 
batteries on the top (bottom?) 
sweet. 



That's all for now. 
Next month we'll 

bring you a 
four-page special 

containing the 
guides for the rest 
of the levels, plus 

hints on how to 
deal with those end 
of level guardians. 
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SUBSCRIBE TO THE ONE FOR AMIGA 



If you have enjoyed reading this 
issue of The One For Amiga 
Games, you are bound to be 
interested in our brilliant new 
subscriptions offer! 
For only ^29.95 (if you live in 
the UK) we'll deliver 12 Issues of 
The One For Amiga Games 
direct to your door! So there's no 
chance of missing out on any of 
the red-hot reviews, exclusive 
previews and Work In Progress 
features which keep you on top 
of all that's new and exciting in 
the Amiga scene. 
A subscription to The One For 
Amiga Games will ensure 



you get all the very latest hints, 
tips and pokes - helping you to 
be the top gamer in your 
street! Plus, you'll get every 
mega The One For Amiga 
Games cover disk, which is 
guaranteed to be jam-packed 
with the very best exclusive 
playable demos! 
Not only that, we'll also give 
you a SMASH HIT GAME 
from our friends at GREMLIN 
GRAPHICS completely 
FREE! - no strings attached! 
The choice is yours: , 

(Please remember you can 
only choose 1 game) 
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► SWITCHBLADE II 

A SMASH arcade adventure 
with loads of platform and beat 
'em up fun. Help Hiro, the last 
of the Bladeknights defeat the 
evil Havoc. Received a mega 
90% from The One. 




► TEAM SUZUKI 

Live the sensation of a full 
Grand Prix season raced over 
16 circuits on a 500cc Team 
Suzuki motorbike in this 
amazing arcade sim. 




► B.S.S. JANE SEYMOUR 

Explore 20 vast biological 
survey ships encompassing 
more than 4,000 rooms, in this 
mammoth strategy role-playing 
game. 




GAMES AND GET FREE SOFTWARE 




► SUPERCARS 2 
Prepare to recommence motorised 
combat and do battle in the most 
brutal race of all! with 20 new tracks 
including bridges and ramps and 
improved graphics, Supercars 2 
promises to be an even greater 
smash than the original Supercars! 




►TOYOTA CELICA GT RALLY 

This is the most realistic, breath- 
taking Rally Sim produced to 
date.Quick reactions and driving 
skill are a must for this stormer! 




►lotus ESPRIT 

TURBO CHALLANGE 
Feel the thrill of accelerating 
from 0 to 60 in 4.7 seconds as 
you race head to head gripping 
the wheel of your Lotus Esprit 
Turbo! 




If you take out a subscription for 24 
issues, you can choose 1 game from 
those listed above or- 2 games from 
the following: 

VENUS THE FLY TRAP 

► ULTIMATE GOLF 

► IMPOSSAMOLE 

► FOOTBALLER OF THE YEAR 2 

► SKID2 

► SUPER CARS 

(Please remember that the 6 games above are 
available with a 24 issue subscription only). 

NB: The free software offer is available to UK 
residents ONLY 

Your wifiwarc choice will be milled trpirairly ro 
your nr.: nugannc. plcue jllrnv 2H diyi fur delivery 



SUBS RATES SUMMARY 



12 issues (UK Residents only) £29.95 

24 issues (UK Residents only) £55.00 

12 issues (Air Europe) £35.95 

1 2 issues (Rest Of The World) £49.95 

Wc lUfficn dui nvnvat rcadm piy by loterratxaul Money Order 

Place your order by completing the coupon, or 
send your details on a postcard, or ring our special 
24 Hour Orderhne Service on 0858 410 888. 
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TO : THE ONE FOR AMIGA GAMES 
SUBSCRIPTIONS DEPARTMENT, 
PO BOX 500, LEICESTER, 
LE99 0AA 

NAME 



My game choice is (please tick box): 



SvwtrJrttarJel 

sxroeedelO 

5upercars 2 

lourteecde 11 

TeamSuaid 

12 



□ 
□ 

□ 



ADDRESS 



POSTCODE. 



I would like a subscription for 

12 issues please tkk box 

I would like a subscription for 

24 issues please tkk box 

Please start my subscription for the 
(enter month) issue. 



R*nent Alan Wets intefraOxG). Me*roertre Hose 



Venus The fly Trap 

stxreaadK 16 

Ultimate Golf 

source code 17 

Impossamole 

sourcecode IB 

FbotbaierOfTheYear2 □ 

Q sourcetode 19 

Skkfa 

source code 20 

□ SuperCars □ 

vansaxk: 21 



BSSiane Seymour □ 

sourrsoade 13 

Toyota Cefca 
GTRaty 

source code 14 

Lotus Esprit 
Turbo Qiafange 

source rate 15 

I enclose a cheque/postal order made 
payable to EMAP IMAGES 

for £ 

Please charge: £ to my 

ACCESS/VISA/DINERS CLUB/AMEX 
Card Number 
Expiry Date: 
Signature: 
Faroon Real. Marty* hiartorough. Lecestef LE16SNR 



□ 
□ 

□ 



□ 



The original Populous was hard enough, but the sequel is even 
tougher. To help you out, here's Alex Trowers with a complete 
guide. 



PLAYERS 



GUIDE 




BASIC TIPS - FOR THOSE WHO 
ARE JUST STARTING 

IFor those of you who have never played Populous, 
when you are raising land from sea level, raise twice 
then lower the top. This produces more land, faster than 
raising each point, but it uses slightly more mana. 

2 Always keep on the move raising and lowering land. 
You should never stop doing this. Whenever you see 
a walker on the map, make sure he has a place to settle. 



This is THE most important thing ever. 

3 Smaller houses at the beginning of the game 
produce more population than castles per screen 
area. This will allow you to spread faster but you may 
have hassle with mana. The Further into the game you 
get, the more castles you should make. 



4 One of the most important things in the whole game 
is the papal magnet, if you are the good player your 
mognet is a Golden Sun, tf you are the evil guy then it's 



a Medusa's Head. The Go To Magnet mode will cause 
your leoder to head directly for his magnet and 
everybody else to head towards him. When they get to 
htm they join him to create a stronger leader. You can 
also reposition your magnet at any lime providing you 
have: 

i. A leader (signified with a magnet above his head) 

ii. Enough mana. 

If your leader reaches the magnet he will be engulfed 
in blue flame. Don't worry! When he is like this he is 
immune to all but the most powerful effects. Unfortunately 
he is not immune to drowning or being beaten up. If you 
find that he is standing over an earthquake or something 
DON'T take him out of Go To Magnet mode until you get 
rid of the danger. 

5Sprog the house with the right mouse button very 
early. On most early landscapes you can sprog 
when the house's flag is below ground. If you're not 
allowed to then tough. You'll have to play the same as 
the old Populous. For the two of you who haven't played 
it, simply reduce the size of the house by raising or 
lowering land around it until somebody comes out. 

6 Keep your land dean. People can't settle on burnt 
land, rocks or basalt. 

7 Always keep control of your papal magnet. If you 
lose it in enemy territory when your leader dies, try 
and get it bock as soon as possible. 

8 The technology level of a person depends on what 
sort of building he comes out of. These levels alter 
how successful the character is in combat. A sword is the 
highest weapon factor and the fist is the lowest, tf a 
character has fallen out of a Whirlwind, then his 
weapons factor returns to a fist. 



INTERMEDIATE TIPS - FOR 
THOSE WHO CAN PLAY 

1 Papal magnets are very useful for directing 
people to where you want to settle. Move 
your magnet to the area you wish to settle in and 
click on Go To Magnet Mode. Make sure your 
leader isn't in a house. When your people are 
there, dick on Settle Mode. 

2 Heroes. When building any hero (excepl 
Helen of Troy), always make sure your 
leader is very strong (the banners at the lop of 
the coliseum shoula be flying in the fourth bar at 
least) and holding a sword before clicking on the 
effect. Helen shou d be created as soon as the 
leader has enough population just to avoid 
starving. 

3 Early on in the gome, try Bosolting around 
the enemies lona. This will create land that 
he can't settle on unless he places a Verdant first, 

4 Castle walls are an excellent defence oqainst 
a strong or fast opponent. They can on 
broken down by very strong people or some 
effects. Creating a strong leoder at one end of a 
wall then placing the mognet at the other is a 
good and fast way to clear enemy walls. 

5 Try and kill his leader with deep Swamps, 
Earthquakes or, better still, Baptismal Fonts, 
if he is in the process of going to mognet then a 
lot of his men will have the same fate as their 
leader 

6 The effect that covers the most area is 
Batholith. For maximum effect hold dawn the 
mouse button on a large hilly area. It is w»ry 
expensive however. 

7 If you hove plagued people the safest thing 
to do is kill them. On the other hand you 
could try converting them with Baptismal fonts or 
sending them to attack the enemy as a Hero 
Whatever you decide to do about it though, be 
sure to do it fast before the plague spreads too 



8 Volcanoes are well worth while as they 
render the land unusable. Try planting a 
massive forest around the area you intena to 
Volcano before hand. 



9 If the enemy has a particularly strong hero 
with a high weapons factor (tech leva), then 
place a Whirlwind on top of him. He should then 
oose all of his weapon slcill making him easier to 
Mat up. 






EXPERT TIPS - FOR THOSE WHO 
RECKON THEY CAN BEAT ME! 

1 Combine effects for greater devastation or 
effectiveness. Placing Forests then columns of fire 
is particularly nasty. Whirlwinds at the point where a 
Tidal Wave nits the land is also very devastating. 

2 In the latter part of a game, where most of the 
land is Rat. Fungus is lethol if used correctly. 
Experiment with different patterns for full effect. 
Create a library of patterns for use in certain 
circumstances. I have assassins, missiles (in eight 
directions), bombs and waves (see fungus diagram). 

3 When sendinqout o hero, cover the enemy 
terrain in an effect from the Heroes bank eg: with 
Heracles use Earthquakes, with Achilles use Fire 
Rains etc. Broadly speaking the Heroes are immune 
to effects from their own bank. 

4 You gain mono for each bottle won. If somebody 
is killed by an effect then no mono is gained. 
With this in mind, if you lightning anyone, put the 
question mark on them first and stop before he dies. 
This way it gives your people a chance to beat him 
up. This only really works if your people are nearby 
and in fight mode. 

5 Convert an area of his land with Baptismal Fonts 
and use the people there to lower the land to 
create enough room for a Whirlpool. If you 
constantly fill the pool you have created with 
Whirlpools it will eat away his land from the inside 
out. 

6 Before you use a Wind to blow him off the mop, 
lay down o series of Swamps or Earthquakes 
behind his people. The Wind will then blow his lads 
to their death. Alternatively, build a Castle Wall ihe 
width of the map and place the Wind behind the 
wall. His people will be forced by the wall off the 
map. 

7 Tidal Waves can be just as devastating to the 
creator as fhe victim. A simple way around this is 
to create a "rail gun'. Simply build up a ridge along a 
section of land to form a 'U' shape. Place the Tidal 
wave in the 'U' shape Be warned: Basalt eats into 
Tidal Waves. Never Tidal Wave if your opponents 
land is covered m Volcanoes. 

8 To get the maximum effect from a plague you 
need os many people to be infected os possible. 
To achieve this plogue o large house or castfe. Next 
use fungus in the squares around that house. That 
should reduce its possible size and sprog people out 
to infect others. They will walk over the immature 
fungus and spread the plague. 







VfXCANOES ARE A GOOD WAY of spreading basalt around, making the affected areas lethal Use 
your effects wady as when you combine two correctly the results can be devastating. Starting fires on 
top of volcanoes (os obove) is not o wonderful idea. 



[PLAYERS 

GUIDE 



BUILDINGS 

As buildings hove more land available to 
farm, so they prosper and grow. The 
smallest building is a tent with no available 
land and the largest is a castle which takes 
up most of the screen area. Whenever a 
building is full, a person leaves to find 
another place to live. Smaller buildings hold 
Fewer people and so they fill up faster. 
Larger buildings hold more people and are 
stronger in combat but people leave them 
less frequently. 

STARTING A LEVEL 

At the start of a level it is imperative to gain 
the largest population as soon as possible. 
Two houses produce more people than one 
so get as many small houses os possible. 
Keep sprogging them (unless the level won't 
let you| until you have about two or three 
screens worth. Then start converting the 
innermost houses to castles. 

ENDING A LEVEL 

It has been said that "...including the 
Armageddon function in Populous was not 
a terribly clever idea." - Clayton Walnum. 



The Armageddon effect was included 
because towards the end of a game it 
becomes obvious that you are going to win 
and rather than prolong the inevitable it is 
nice to get it over and done with so that you 
can continue with the next levels. However, 
on some levels it is impossible to utilise 
Armageddon. This is what you do if you 
haven't got it or you believe in Clayton. 

Either: Go into Go To Magnet mode so 
that everybody heads towards your leader. 
Then use the Place Papal Magnet effect to 
stick the magnet on an enemy house. When 
your leader gels there he will beat up the 
house. Place the magnet on another enemy 
house and repeat until the enemy is dead. 
Alternatively, place your magnet in the 
heart of his land. Wnen your leader gets 
there he will be followed by lots of your 
guys. Now enter Fight mode. 

Or: Go into Go To Mognet mode and 
build a very VERY strong leader (at least 
five flags). Then turn him into Adonis, 
splitter knight. Be warned, the enemy will 
hove to be very weak before you should try 
this otherwise he will gain mana at an 
alarming rate. This could well turn the game 



around. 

Or: Death by lightning. Lightning each of 
his houses in turn. This is VERY tedious but it 
can work quite early on the the game. 

FUNGUS 

Perhaps the most talked about effect in 
Populous II. Fungus works on the oge old 
principle of Life. Life governs whether a 
certain colony of cells will survive or not. 
Basically if a live cell (Fungus) is next to two 
or three other live cells (including 
diagonals), then it will survive. Any other 
amount and it will die of either 
overcrowding [four or more) or isolation 
(one or less). If an empty cell is adjacent to 
three living ones then it will grow and be 
born. It is therefore possible to produce 
lifeforms' that grow and develop into new 
life. Think of yourself as a godly genetic 
engineer. 

Incidentally, fungus is like swamp, it only 
grows on flat lana 

LANDSCAPES 

Grassy Plains. These worlds are very easy 
on the population. People don't die out very 





THE TYPE Of TERRAIN 
you ore in greatry aftecls 
the birthrate of your 
populace. Grassy plains 
nave hSem spawning 
young 'uns at every 
opportunity, icy worlds 
tend to make them stay 
indoors where if s worm, 
deserts cause people to 
dry up (ouch, bad pun) 
and need plenty of 
cultivated land to make 
them worthwhile and 
muddy levels have them 
dropping like flies. 



fast except on the later levels, so it is 
possible to keep on sprogging with the right 
hand moose button even if the house's flag 
sinks below ground level. 

ICE WORLDS 

The Ice lands kill people off a lot quicker 
than Grassy plains. People are more 
reluctant to leave their houses. Don't sprog 
until the flog is above the ground unless 
there is an area of flat lona very close 
indeed because people die out quite fast. 

DESERT LANDS 

As with the tee Worlds, the Desert is a very 
hostile ploce for little people to live. As 
before, don't sprog unless there is land very 
close by. This is especially true of the later 
levels. 

SLUDGE WORLDS 

Bv far the most inhospitable ploce is a 
Sludge Wodd. The sea is a mass of slime 
and the whole landscape is covered in 
mucus. People die out very fast on these 
worlds, even eaHy on in the game. Knights 
are of less use simply because they die 



really fast. Land-wrecking effects like basalt 
and volcano are really devastating because 
his people end up with nowhere to settle. 

RAISE ONLY/LOWER ONLY 
LANDSCAPES 

The main piece of advice I can offer for 
these levels is to take it carefully. Make sure 
that what you are about to do is right. Keep 
buildings small so that you get a massive 
population and make good use of the papal 
magnet to move your people to settle able 
land. Effects that cause Basalt to be left 
behind are lethal. Volcano as soon as 
possible. Above all, don't panic. Its better to 
loose o couple more people in a swamp 
than to render the land totally unsettleable. 
Take your time. 

NO MODIFY LANDSCAPES 

Again, land destroying effects (Volcano, 
Batholith, WhiHpool etc.) are of paramount 
importance. You have no alternative but to 
use vour magnet to attack the enemy. Join 
mode is very useful on the Ice, Desert and 
Sludge versions. 






use 




I would start off by sprogging instantly. Rais 
land to form flat land wim tiny hills on il and 
continue sprogging. When I nave about three 
screens worth of small houses I would start to 
turn the innermost ones into castles. Go to the 
enemy's land and hit him with a Whidpool or 
two. If I am playing against a computer, the 
Whirlpools will keep him occupied for ages. If it 
is a human opponent then it is very annoying for 
him. From now on it is just a spread race. On the 
way I would plant loads of trees around his 
areas of most population and then Fire Column 
them. Either that or continue a barrage of 
Whtrfwinds over the sea that my Whirlpools 
have created. By this time I usually have enough 
mana for a Volcano or two. Something to note 
here. If you are playing against a human one 
tactic is to Volcano an orea of coast that he was 
just working on. This may not be very efficient at 
killing people but there is nothing more annoying 
than having your hard work destroyed in a flash. 
Your opponent's morale and will to fight will be 
shattered (NOTE: Do not attempt this if he is 
bigger than you). By this time he is destroyed. 
Watch out for snealty Baptismal Fonts (keep an 
ear out for (he splosh sound effect) as your 
opponent gets desperate. Now for the final blow. 
If I have Volcanoed then a Tidal Wave is out of 
the question. No I would go for something like a 
Wind and Earthquake combo. Having said all 
this, it is important that you understand that each 
game is different and poses a new challenge. 
Each situation must be evaluated on its own. 
What I hove done here is outline one of my 
playina strategies. In some games I go for a 
Death by Tidal Wave and Whidwina approach, 
while in others it maybe a Heracles and 
Earthquake or just a simple Rain of Fire. It's up to 
you to develop your own playing style. Tailor 
your god to suit the way you like to play. 




CHEAT MODE 

When you Lightning 
anything, press the 'I' key 

then release the mouse 
button. The Lightning will 
continue until you click the 
mouse button. All this while 
it costs you no mana!!! 



1 



HANDS] 



Well, here we are 
again. The nerve 
centre for the 
masses. Tips, cheats 
and hints have 
never been more 
plentiful and I love 
it. Keep 'em coming 
folks, there are 
prizes galore for 
the best. 



CHEATS 



FINAL FIGHT 

Pause the game and type 
SHERIFF FATMAN to get infinite 
lives, 

ROLLING RONNY 

Keep pressing F9 to get more 
cash. 

FROM: JONATHAN KENNY, 
SOUHULL 

HUDSON HAWK 

Type 

SANITYCIAUSISCOMINGTOTO 
WN (no spaces) for infinite lives. 
THE BLUES BROTHERS 
Type HOULQ on the character 
screen to get infinite lives. Press 1 
to 6 to skip levels. 
TERMINATOR 2 

Press pause during the game and 
then press f) toFIO. Now press 
Escape to skip a level. 
CODS 

When entering password, type 
SORCERY (or infinite lives. 
FROM: STEVE 'THE CELT' 
MORGAN, CARDIFF 



STAR TIP: ROBOCOD 

You've already had the complete run-down on RoboCod thanks to those good old boys at 
Millennium, but if you're still finding things a bit tough, here's a few helpful hints from Neil Jones of 
Aintree: 

To Get Invincibility * 
Jump onto the first roof and collect the bo 
Cake 
Hammer 
Earth 
Apple 
Tap 

This lasts for about ten minutes or until yog pick up 




To Unlock All Of The Doors 
Use the invincibility cheat as above 



rivindbmty bonus, 
then enter the liral level. Walk 



you come back out, all the doors^jWE unlocke^^^ 



Jeft and go through the exit. When 



To Finish The Game 

Unlock the doors as fast as you can, then run to the far right to find Dr. Maybe' s door, if you've 
been fast 



e doors as rast as you can, men run to me rar ngnt to nna ur. mavoe 
enough you'll still be invincible. Keep jumping on his head to kill him. 



The Very Big Bonus 

Go into the door under Dr. Maybe's after becoming invincible. When you come bock out, jump on 
the golden snowmen on the far right. Now stand on the ! blocks and they rise, allowing you to fall 
down ond collect the bonuses. 

Phew! What can I say other than £50 worth of software is on its way to you 
Neil. Congrats! 



LEVEL CODES - ANOTHER WORLD 

Well, I've had literally billions of these little babies (all right, maybe not billions but certainly 
hundreds). Level codes have been pouring in like nobody's business, along with plenty of solutions. 
I'll be printing a guide next month (not that I think any or you need one), but for now here are the 
codes. Just press C at any point in the game to enter one. 



Level 

1 

2 

3 

4 

5 

6 



Dear Brian, 

I've been playing the conversion of the 
dramatisation otSidney Sheldon's Rage Of 
Angels and am having difficulty expressing 
my undying love to the character portrayed by 
Joclyn Smyth. I know that she's suffering from 
breast cancer and will die within the month, 
but I can't find the small Arabian Jewellery 
Shop to purchase the Bronze Heart Necklace 
with the oold-plated clasp. Every time I try to 
get into the hospital, the evil, ruthless tycoon 
Brett Masterson gets in the way. How do I get 
post him? 

George Styles, Bradford, W. Yorks 



Code 

EDJI 

HICI 

FLLD 

EDIL 

FADK 

CCAL 



/ can 'f imagine what kind of a nutter you are, 
George, but this letter does give me a chance 
to say something that I've been meaning to 
put across to you all for a while now; The 
Helping Hands section is not - 1 repeat not - 
to be taken lightly. There are dozens of 
honest, decent souls out there who really do 
need some help (game-wise, / mean, not 
mentally as in your case), letters like this just 
clog up the system... They are fun though. Tell 
you what. Send me your funniest Dear Brian 
letter and if I decide that they're worth 
printing, you may even get a prize of some 
sort. 



UBC 

KCIJ 

LDCI 

ICAH 

LDIJ 

LAID 

KJIA 



Dear Brian, 

Can you help me out on Monty Python's 
Flying Circus? I've heard that there are secret 
bonus rooms to be found on some of the 
levels, but I don't know where they are. 
Malcolm Hewick, Banbury, Avon 

The secret rooms you're talking about are the 
ones where Gumoy's body is replaced with a 
spring. To find them, try looking in the places 
where the enemies emerge from. The tubes 
and pipes don't always lead to a bonus, but 
certain ones do and there's usually more than 
one on each section. 



■ THE ONE MARCH 1902 



LAZER 



SOFTWARE 



FIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ 
Telephone: 081-747 9344 W~% 
Fax:081-9951325 n 1 mm 

Hours of opening: Mon-Sat 10.00am - 6.00pm 
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3D Constructor. Kit 


..2699 


Feudal Lords ........ 


1699 


3D Go" 

4t) bpsns being 

688 Sub Attack 

A10TankK_er 


..23-99 
1699 


Fatal Blow 

Ftf» ConHci 


16..99 

.—1699 


...16.99 
.22.99 


Ftial Whist* 

Fna) Fight 

Flghi 0* Th» lnu_c»flr. . 

Fnrciiilj Onii fitarii a n 

T VI lr l^'H VI \*S' HI *J 1 1 


6.99 

...1699 
.1999 


AdddasGodenShoe' 


...15.99 


Hfei Ccose' 


.16.99 


■ • .23.99 


Agony 

Alt Support — . 


.1899 
.1899 


Formula One 3D 

Fori Apache 


1699 

. .15 99 


Alcatraz" _________ 

Alpha Waves" 


.1699 

...16.99 


Gauntlet r_ 

Gods ______ 


15.99 

. .15 .99 


Atomic RoboUd 


'599 


GunshpZOOO" 


21.99 


Ran, 


IS 04 

. .. I V JJ 


UiM ntniP II 

fUU Uf IVII " 


— la.n 


Wfl IJ_ IBM VI ■ im 


'699 


Hnmnnn fflrwt M-vil 


21 99 


Bails Tale III 
Bailie f.crn n.inr* 
BaW i' islo 

1 ' ^ ■ 1 - - t 44 - 444 -44* 444 4 14 h* 44 ■_ 


1699 
.14.93 


Hill ^J'fiW Plui". 

HtvTr" A tana" 


1 .** 

.....1699 


...19.99 




1409 


BattteCiflu —.____ 
Baltlechess D. 


...14.99 
...14.99 


Hunter „ — _ 

"ii" r-"]i'iiii' : . Crlt 

^■a * wii *w ti j v Hal *v* l ■ l 


1999 

18.99 


Baffle Manet 

Bean Busters 

BilFI-oI-.NjKarRLji- ' 


.1899 
. 1599 
.16.99 


irrpe/tum.... — 
mdy500 


1699 

.1699 
1699 


fc* TF » ..' — . * 1 1 _ if - IK 

filly The Kid- 


1599 


James Pond 


1499 


SriUt: noun* .. -. - ... ... 

Bk.es Broll,ti__™_. 


-la ri 
-18.99 


j rtfis rono £ 

jvnmy WHe Snooker . 


1993 

1B99 


Blue Mai 

Bomber Bob . 


1899 

-15.99 


Kick Oil II (Hatt Meg) . . 
Kick Ott IH0ne Meg) ... 
KHing Gvjud — ™ 


-1299 

15.99 

1599 


Bonanza Brothers.- _ 


.1699 


Boston Bomb Cub 


16.99 


Knghtmaii ______ 


.1899 


Brain Busier ~ 


..1699 


LaslNirxa III* 


1599 


Cadavsr —.,..-.-._— 


.1699 


Lesure SjC Larry III .... 


—2699 


Cadaver Pay OH Levels. 


...10.99 


Lemmingi ^ — 


15.99 


C.r"~t lif. Pinriit* 

S»a^»SSejSBjBj * 1 saj—ISaJl 4— * 4*. ** -i 4— + 


16 99 


Logical .._ 


1699 


WlC " tMtM.Mft 


1£ 03 


Loom ,.-.„.._..-... 


h 18.99 


Centurion 


.16.99 


Lost Patrol..._ 


.„14.99 


Chase HO II 

Chuck Hock 


. 1599 

...1299 


Lord O The Rings 

Lotus Espfil IP _ 


-.-15.99 
. 1599 


Crw*YeagerATF 


1699 


Ml Tai* Plaloon 


...19.99 


Cisco Heal" 

CoKMz _. 


1699 
. .18.99 


Macbg rtalarre 

Maoc Pockea 


_._21.99 
1699 


Corporahon — ______ 

Cruise For A Corpse 


. .. 9.99 
.16.99 


Magic Story Book 1999 

Mancneflw Unried Europe 1 5 99 


CyDeroon III — _ 


1699 


MjLOiMsla-O- 


1699 


CyoerRahl .,_,,. 


...15.99 


Mega La Mania*,, 


...1999 


Death Bringer. . ._ 


.16.99 


Mega Twins 


16 99 


Deuterous .................. 


. .16.99 


Mercs , ._ 


1699 


DckTracey - 


. .15.99 


Mlg29 


...2199 


PMC 

D. Dragon 3 The Rosetta 


1599 
.16.09 


M-dwirDer II ._ 

Might and Magic Ul 


23.99 

.2199 


Dragons Lair 


..26.99 


Monkey Island- ........... . 


16.99 


Dragons Lair II Time Warp 26.99 


Monkey island IP 


17.99 


a. 


-1489 


Moonstone' ,_„..„. 


1999 


-wa Mistress 0* Dark 


.21.99 


Narc 


15.99 


Epto- 


-15.99 


Nausea* 


15.99 


Eye 01 The Beholder 


...18.99 


Nighibread 


15.99 


Fi5Stnke Eagle 11 

Fl9 Stealth Fighter 

F29 Retailor 


-2399 
- 1999 


NignishUt 

Nitre 


16.99 

1599 


...1499 


Outrui Eutopi* 


16.99 


F117A , 


...2199 


Pang 


...1599 


Face Ott Ice Hockey 


-1599 


SPECIAL OFFER 
l Meg Cricket only C6.99 



' Al in* lime of printing ineic gamei mote not ovdi— Dlo. Bui will 
M ooipB tcn*d 10 you on reMasa dale 



COMBAT ACES 

F lynler r. ■ 1 ; ■ . 
Faksn 
C19.W 



POWER UP 
Attend Be is RainD ow hUana 
X Out. Ci_M HO. Tumcan 
C17» 



HOi-LVWOOO 
COLLECTIONS 

ttOccoD GnoHCuMan n 
Intona Jww Batman, 
f 17.99 



SOCCER MANIA 

f ootoat Managtr 11 Gatta. 
Micro Soocer, FootDili 
Managar WorU Cup 

n m 



RAINBOW COLLECTION 

Rainbow laland. Butaii 



Naw Zeaar-O Slor, 
C13.99 



WHEELS OP FIRE 

H_-o Own. cnaie HO. Power 
Orfl. Turbo OuBun 
CI 0.99 



2 HOT 2 HANDLE 

SrvnJow Waters. OoOan A>e 
Supar O" RD R*»r. Total 
Recal 
C17.99 



CHALLENGERS 

- ■: ■ OH. Stpar 9u. Fights' 
Bomoar, Qreal Court. Stunt 
Car Racer 
El 7.99 



MAGNUM 4 

; - 1 ■■ Double I'-'- 1' "■ 
ODeraFOn w=lt. Balm an CapeO 
CrueaWr 
CIS99 



DOUBLE DOUBLE BILL 

TV Soon* Fooejall. Loroa 01 
Tho RUng Sun. TV Scoru 
BiBketOali. Wlrgi 
E20.B9 



POWER PACK 

Karon II. TV Spots Fotfball. 
Bioodwycn. LofoarO Rtfy 
EH.99 



MIND GAMES 

Aonan n Waiertoo. Contlct in 
Europe 
C14S9 



VIRTUAL REALITY 2 

Virus. SentrW WeirO Games. 
RasUuton 101 ft 
rnunoersBike 

1- 1 t '.'I 



FLIGHT COMMAND 

Ellrrtnairx. Strks Eagla 
Harnar. Lancaiie< S*y Fo>. 
SkyCruua 
El 2.99 



CHART ATTACK 

Lotus Eapnl. Vent_ James 
Por<l. Gnou- ft OnostB 
E«8« 



COMPUTER H1T3 VOLUME J 

Tatrli. Joe Bade GofOen PaPi. 
Black Siadow 



NINJA COLLECTION 

Snadow Wamom. Dragon 
tenia 
Oouola Dragon 
tt*M 



TOP LEAGUE 

-■: — ■ 1 II. Rick Oangen^us 
M, TV Sports Football, 
UlOWintei Falcon 
E1099 



4 WHEEL DRIVE 

Lotus esprit. Cetiea QT Rary. 
CocBo Racer Team Suiik 

r»a.M 



BOARD GENIUS 

Monopoly. Scrabble. CUcoO 
ir Oalectrve. Rls» -The 
World Corquen Game 
El 6.99 



FULL BLAST 

Cncaco 90. ■>•■• Osnawcos. 
Hghway Patrol P47, Carrier 
Command. Ferny I Formula 
One 
£17.99 



FOOTBALL CRAZY 

Kck ON 2 • - ■■ Whistle 
i "■■.<■■ ■ Uanaoer. Also ncludes 
Italy '990 FREE 
II 499 



CAPCOM COLLECTION 

Stnder UN Souad'on. La— Duet.Fo-goHen WorUs. :- 1 
Gnoatj Djn«_y W*i LadSiorm SM« 
E1B.99 



BIG BOX 

Caplam _ood. Satan Guns. Teerdge Queen. Bubble Pius. Tin Tin. 
PurpM Salixn Day, Krypion Egg. Jumping Jackson, Bo Bo. 
Hostages 
E16.99 



bTJer PoTrri 

tease charge my Acoess/Visa card no.: 



Pania Kick Boitng 


1699 


PGA Tour Gofl „.. 


.1699 


Piffignter ,__ 


1599 


Ptottrig-.. .. 


...1599 


Poputou&'Slm CHy 

Po*ermongen_ _ 


.21.99 
.1899 


Predator II ____ 

Prar_aahc 

1 ICHM.l^i.....t.^t. 

PnnceOt Persia _.. 

^ > <m n k! -.-..—.—.——._. 


.1599 

1« QQ 

... . 

-1599 
.1599 


Ralroad Tycoon . ....... . 

RBI BtBeoai II 
Reirh Fry Tie Skies" 
flobin Hood 


.2399 
.17.99 
.23 99 
1599 


Robocop H _,_—,-, 


.1599 


Pobocop III ..__„. 


-14.99 


Holirrj Ronnie .._ 

Rugby Worta Cup 


.15.99 
.16.99 


9bkbob t mka 
Search For The King . 


19.99 
19.99 


Shadow 0t The Bean II. 


-15.99 


Snadow Dancer 


.16.99 


Shadow Wafflo* 


.15.99 


San Earth' 

Stnpsonj _ 


. 16.99 
. .15.99 


Smash TV 


..15.99 


SoaceAce — 


26.99 


&peodoalll ... 


...15.99 


Star Flighl II __ 


15.99 


Suder" 


.15.99 


Supet Cars II 


. 15.99 


Super Monaco GP 

Suoer Space Invaders . 


1699 

...15.99 


Supremacy 

Be* 

Team Yankee ,._____ 


-1999 


...15.99 
-1999 


Terminator II" ...,.„ 


...14.99 


Their Finest Hour 


-19.99 


TheirFnesiH^MicnOak* 1299 


Tippon 


.16.99 


Tefc 


.1599 


Total Recall 


.1599 


Turncan — — „ 


- 999 


Tumcan a , 


.1599 


Turtles Arcade" 


.1899 


UnlmalB Ride , 


.1699 


UnlrmV 


-1B99 


Unima VP 


...1999 


UMS H.u.-i. 1. 


.1999 


Utopia „ 


.1899 


UN Squadron" , 


.1599 






Vroom' 


.1699 


Wngt (Kali Mag) 


.1899 


W-l wneeis . 


.1599 


white Death (One Megi 

Wdlpack.._ ..„ 


-19.99 
-19.99 


Woll ChaT -_ 

Wonderland „ - 


-17.99 
...18.99 


Wortd At War 

Wortd Class Crtkat 


1699 
.19.99 


World Class Ruby 


-1699 


Wrath 01 The Demon ... 

WWF 


-1B99 
-1499 


7*.. \r* 


<C OQ 





BUDGET TITLES 

3D Pod ,-...799 

ATFII 7.99 

Atteroumer „ 699 

ArkanokJII 699 

Aiel Magic Hammer 6 99 

Barbarian II (Palace) 699 

Batman Caped Crusader 699 

Bttod Money 899 

CenferloU Squares 699 

Chase HO _ 699 

Chuckle Egg 8 99 

Chuckie Egg II 899 

Colossus Chess 699 

Continental CraiB 699 

Crazy Cars 699 

Daly Double Horse Racing 699 
Da'ey ThompsonChaUerge 699 

Defender 01 The Crown 999 

Delux Saip Poker 699 

Double Dragon 6 99 

Dragon Nnja....,„._.,_ 6.99 

Fantasy Work) D*iy 6.99 

Forgotwn Wortos 6.99 

Gauntlet II _ 699 

HardDhvin 699 

Hero 01 The Lance 7.99 

HncmikarsGuida 899 

lvar#ioa..„ — 6.99 

Kick Olf .Extra Tim* 699 

King 01 Chicago 6.99 

IKt .6.99 

Indiana Jones Last Crusade795 

Iron Lord 7.99 

LaatNlnja II- 699 

Leather Goddess 8.99 

L)r_nceTaK_ 699 

Moonwaher .699 

North And South- 6.99 

Operation Thunderbolt 699 

Operation WoH 6.99 

Predator 699 

RAC Lombard RaGy .699 

Ranegade 699 

Return 01 The Wilcnords . 999 
ftck Dangeroua 7.99 



Robocop 6.99 

RType _ 699 

Run The Gauntlet 699 

Shadow C The Beasi 8.99 

Slkwotrn 699 

Soeedcak 799 

5ta7gkfer2" 799 

Stirt Car Racer ....799 

5uper Hang CM 699 

Sw-tchdlade .6.99 

Treasunj Island Dluy .499 

Tin Tai On The Moon 699 

TufboCWrun™™-, — 799 

Tufiioan _ 7.99 

TV Sports Foosdb- 7.99 

Untouchables 6.99 

Vigilante , 6.99 

Voyager _„ 699 



E*p>ry Date: . 



AMIGA ONE MARCH 92 



'..""w -( 'in--: 



Taral 



Namg___ 
Addtuss 



Dote 



Postcode , .T«L 



Please make cheques and. or poatal orders pqyablc to: Laser Software. Credit card orders taken. 75p postage and packing. 
EEC countries add E2-00 per item. Hon EEC countries add E3.00 pet Item. All Items subject to availability. E. A O.E. 





3. Terra: First, take all units 
from your HQ and block the three 
hexes between it and the western 
mountains: keep your FAV 
behind the frontline. At the same 
time, put both demon units inside 
the provider North of your HQ 
ana send them W onto the rood. 
Whilst blocking the enemy, send 
forces to protect the provider and 
head W towards the key depot: 
when the provider is within Four 
hexes, unload the demons and 
move on the depot, allowing the 
enemy infantry to take it first. 

Meanwhile, lake your cargo 
ship towards the channel between 
the main isle and the factory isle. 
Send the three attack boats N to 
attack the enemy sub. Also take 
tanks form your Northern depot 
and race NW to block the enemy 
units trying to move south from 
the depot. Send the spare 
provider, with demon on board, 
W to board the cargo ship. 

Transport the troops to the 
factory isle, take the factory and 
collect the Uridium S and N. 
Hold the enemy back until your 
new units are made and 
transported over to the main 
island. From here you should 
easily take control." 

1 4. Slave: Use your attack ships 
to form a defensive line to 
provide a safe channel for your 
cargo ship to move north along, 
load a Demon aboard the cargo 
vessel and head north. Wait for 
the enemy sea attack and fight a 
defensive battle until you get the 
upper hand. Use the Demon and 
the cargo ship to take the NE 
depot and bring the units down to 
the battle fronr. 

At the some time, with the 
forces near your HQ, form a 
straight defence line with tanks 
and an AD-5 Blitz (position this 
on the mountain), NW of your 
HQ to hold back the enemy: keep 
a blitz and a scorpion in reserve 
behind this line. Block the bridge 
SW of your HQ with a Crusader, 
and send forces south to stop the 
enemy reaching the factory. 
Move on me factory with a 
demon and transport unit 



Once the factory is yours, build 
an angel, a giant and an AD-9 
Sphinx. Wait until the enemy air 
threat is diminished and then take 
a strike force in the giant NW to 
capture the enemy HQ in a sneak 
move. 

1 5. Never: Outnumbered 
heavily, you must concentrate 
your forces in order to defend 

>ur HQ while an expeditionary 
leads S to take the lone factory. 
Here you should create a TLAV- 
Invoder, an AD-9 Sphinx and an 
_ J, if possible. Then push east 
towards the next depot. Form 
your defence lines NE and SE of 
your HQ and draw the enemy 
onto yourself. 

As soon os it is ready, race 
north with the TlAV and pick up 
le forces on the NW island. As 
soon as the pick up is mode, pull 
back your mainland forces and 
let the enemy follow you. Then 
sneak the TlAV round the back, 
from the north, and capture the 
enemy HQ (be careful to keep the 
demons out of artillery range. 

16. River: Hold off the massive 
enemy forces close to your HQ 
and use the TLAVs out to sea to 
unload units from your convoy 
ships and then transport them to 
the mainland. Send your convoy 
ship with the Ousaders north and 
land them beneath the enemy 
depot filled with air units. 

Bring the northern convoy ship 
into dock close to the unowned 
depot and land units to take it. 
Move the ship in the NW section 
of the map into dock and get the 
units off fast, before an air strike 
is launched. With the ship further 
south, hurry to the depot at the 
southern edge of the island and 
unload your units to take it. 

Send the last convoy ship up the 
river channel that splits the island 
and outflank the enemy forces 
besieging your HQ. From here, 
keep whittling away at the enemy 
untilvou have the advantage. 

• These levels always seem to 
lock-up if played from a hard 
drive. They need to be played 

jt less 



KEY TACTICS 

THE FIRST THING to do is to examine the map of the island. 
Identify depots or factories within reach and send units to try and 
take these. It is often here, within the first few moves, that the tide 
of war can turn. 

A good tactic is to stay within easy reach of your HQ, depots 
and factories, allowing the enemy to come at you. This inevitably 
means that they have a long way to go for repairs, while you can 
nip back into your buildings quickly and easily. Then, when the 
enemy begins to retreat, you can cnose them down with your 
experienced and repaired units, 

Keep your artillery pieces protected from all threats, as these 
long-range weapons can decimate enemy attacks if shielded ond 
used properly: unfortunately, they, like SAM units, take three 
phases before coming into operation. 

If you have air transport units or sea-going transporters you can 
often sneak an attack force over to the enemy HQ while the 
computer is engaged in an assault on your main force. 

Factories usually have more power units than depots, and can 
be used to build certain units. Take care to examine the state of 
the battle and the options open to you before creating new units: 
it isn't much use building a SAM unit if all enemy air threats have 
been neutralised. 

On some maps you will find Uridium crystals. Go all-out to 
secure these, as each one gives you 50 power units to use in 
repair or manufacture. 

TAKING DEPOTS AND FACTORIES 

OFTEN YOU WILL be engaged in a race with the enemy to 
capture these installations; a race you frequently lose. However, if 
you surround the three hexes round the entrance to these 
buildings, the enemy cannot get units out, and this gives you a 
chance to bring the Demon infantry to take them bock. 

If you arrive at a building together with enemy infantry, wait for 
them to enter on their movement phase and then, when it is your 
turn to move, go in after them. This will give you an extra unit, 
But be careful, the enemy can do the same. 



V 
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There's something 
missing from this 
month's Contacts 
page. See if you 
can tell what it is. 

Go on, have a 
look, I don't mind 
waiting. Dum diddi 
dum... Ah, you're 
back. So what was 
it? That's right, the 
telephone numbers 
are gone. Now let 
me see if I can get 
the next message 
across clearly. 
DON'T USE THE 
PHONE TO CONTACT 
A CONTACT! A lot of 
people are sending 
me their numbers 
without 
understanding the 
full consequences . 
Contacts receive a 
lot of phone calls 
(and I'm talking in 
hundreds here) and 
not everyone sticks 
to the specified 
times. Parents start 
getting annoyed, 
neighbours 
complain about the 
constant ringing. So 
in short, DON'T USE 
THE PHONE FOR A 
CONTACT! 



NAME: Scott Carter 
ADDRESS: 7 A Hitchings Way, 
Reigate, Surrey, RH2 8ER 
GAMES: Beach Volley. Chuck Rock, 
Dogs Of War, Dragon Ninja, 
Dungeon Master, Empire Strikes 
Back, E.S.WAT., Escape From The 
Planet Of The Robot Monsters, FA- 
1 8 Interceptor, Flood, Full Contact, 
Future Basketball, Golden Axe, Ikari 
Warriors, James Pond, Kick Off 2, 
Kult, leisure Suit Larry 1 & 2, 
Lemmings, Nuclear War, Return Of 
The Jedi. RoboCop, R-Type, 
Savage, Shadow Of The Beasl, 
Shufflepuck Cafe, Silkworm, 
Speedball 1 & 2, Star Trek, Star 
Wars, Streetfighter, Supremacy, 
Test Drive 2, Toki, T.N.T. Fantasy 
Wrestling, The Secret Of Monkey 
Island, Xenon 2. 

NAME: Mr. D. Adshead 
ADDRESS: 1 Bay View Road, 
Broadstairs, Kent, CT102EA 
GAMES: Action Fighter, Afterburner 
UK, Afterburner 2, Alien Breed, 
APB, Archipelagos, Arkanoid, 
Arkanoid 2, Armalyte, Army 
Moves, Armourgeadon, Astro 
Marine Corps, Atomic Robokid, 
Atomino, Atomix, Awesome, Baal, 
Bock To The Future 3, Brat, 
Barbarian (Palace), Barbarian 
(Psygnosis), Batman The Movie, 
Battle Squadron, Battle Valley, 
Beach Volley, Beast Busters, Better 
Dead Than Alien, Beverfy Hills Cop, 
Bio Challenge, Bombuzal, 
Builderland, Carrier Command, 
Car-Vup, Chaos Strikes Back, 
Chariots of Wrath, Chose HQ, 
Chose HQ 2, Chuck Rock, Chubby 
Gristle, Chips Challenge, G's 
Elephant Antics, Continental Circus, 
Crazy Cars 2, Creatures, Crystals 
of Arborec, Cybemoid, Cybernoid 
2, Darkside, Days of Thunder, 
Defender of the Crown, Denaris, 
Deuteros, Dogs of War, 
Dominator, Double Dragon, 
Dragon's Lair, Dragon's Lair 2, 
Dragon Ninja, Drogonscope, 
Dragon Spirit, Drakkhen, Driller, 
Driving Force, Dungeon Master, 



Dyter 07, Dynasty Wars, Edd The 
Duck, Elite, Eliminator, Elf, Empire 
Strikes Back, Escape From The 
Planet of the Robot Monsters, Eye 
Of Horus, Exolon, 4D Sports 
Boxing, F-29 Retaliator, F-19 
Stealth Fighter, Fantasy World 
Dizzy, Falcon, Fernandez Must Die, 
Fighter Bomber, Flood, Flying 
Shark, Forgotten Worlds, Full 
Contact, Fusion, Gauntlet 2, Gemini 
Wing, Ghostbusters 2, Ghouls n 
Goblins, Ghouls n Ghosts, Gods, 
Golden Axe, Gravity Wars, Hard 
Drivin', Hard Drivin' 2, Hammerfist, 
Hawkeye, Hero of the Lance, 
Horror Zombies From The Crypt, 
Hunter, Hybris, Hydra, IK+, llcari 
Warriors, Impossamole, Indiana 
Jones (Arcade), Indiana Jones and 
the Last Crusade (adventure), 
Insanity Fight, Interceptor, 
Interphase, Ivanhoe, James Pond 
Underwater Agent, Judge Dredd, 
Karate Kidd Port 2, Kick Off 2, Kick 
Off Extra Time, Killing Cloud, 
Killing Gameshow, Klax, Last Duel, 
Last Ninja 2, Leatherneck, Led 
Storm, Lemmings, Leisure Suit Larry, 
Line Of Fire, Logical, Lombard RAC 
Rally, Lotus Esprit Turbo Challenge, 
Lotus Turbo Challenge 2, 
Manchester United, Maniac 
Mansion, Manic Miner, Menoce, 
Megatraveller, Metal Master, 
Mickey Mouse, Mighty Bombjack, 
MiG 29 Super Fulcrum, Narc, 
Narco Police. Navy Seals, Nebulus, 
Never Mind, New Zealand Story, 
Nightshirt, Ninja Spirit, Ninja 
Warriors, Nitro, Oops Up, Olympic 
Challenge, Operation Thunderbolt, 
Outrun, Pacland, Pang, Peter 
Beardsley's International Soccer, 
Pipemania, Platoon, Pools of 
Rodiance, Populous, PP Hammer, 
Predator 2, Prince of Persia, Puff/s 
5oga, Puzznic, Guadralien, 
Roilroad Tycoon, Rainbow Islands, 
Rambo 3, Rally Cross Challenge, 
RBI 2 Baseball, Return of the Jedi, 
Rick Dangerous, Road Blasters, 
RoboCop, RoboCop 2, Rock n Roll, 
Rodland, Rolling Ronny, Rolling 
Thunder, Rotor, R-Type, Sarakon, 



Savage, Secret of Monkey Island, 
Shodow of the Beast 1 &2, 
Shadow Dancer, Shinobi, 
Shockwave, Silkworm, Sim City, 
Skidz, Skull and Crossbones, Sry 
Spy, Solomon's Key, Sorcery +, 
Space Age, Space Harrier, 
5peJlbound, Spindizzy Worlds, 
Storglider 2, Stargoose, Starray, 
Stormball, Stormlord, Streetfighter 
[US Gold), Strider, Stricter 2, Stryx, 
Supercars I & 2, Super Hang On, 
Switchblade 1 & 2, 5WIV, Sword 
of Sodan, Teenage Mutant Hero 
Turtles, Test Drive 1 & 2, The Ligt 
Corridor, The Simpsons, The Spy 
Who Loved Me, munderbirds, 
Thunderblade, Thunderjaws, Toki, 
Torvak The Warrior, Total Eclipse, 
Total Recall, Toyota Celica GT Rally, 
Trailblazer, Trained Assassin, 
Treasure Island Dizzy, Turn can 1 & 
2, Untouchables, Venus The Fly 
Trap, Vigilante, Viking Child, Virus, 
Voyager, Weird Games, Wings of 
Fury, Wizball. X-Out, Ziriax. 

NAME: Andrew Paw 
ADDRESS: 41 Shinwell Terrace, 
Murton Seahom, County Durhom, 
SR7 9EN 

GAMES: 4D Sports Boxing, Bock To 
The Future 2, Birds Of Prey, Blues 
Brothers, Chase HQ 2, Chuck Rock, 
Days Of Thunder, Double Dragon 1 
& 2, E-Swat, Final Blow, Final Fight, 
First Samurai. Flood, Full Contact, 
Gods, Golden Axe, Gremlins 2, 
Hard Drivin', Hero Quest. Insanity 
Fight, James Pond 1 & 2, J immy 
White's Whirlwind Snooker, Kick 
Off 1 & 2, Lemmings, Line Of Fire, 
Lotus 1 & 2, Magic Pockets, Man 
Utd Europe, Monty Python's Flying 
Circus, Night Breed, Pang, 
Prehistorik, Prince Of Persia, Power 
Drift, Rainbow Islands, Rick 
Dangerous 1 & 2, RoboCop 1 & 2, 
R-Type 2, Speedball 2, Super Cars 
1 & 2, Super Hang-On, Time 
Machine, Tetris, Toki, Wings Of 
Fury, World Class Leaderboard 
Golf, World Trophy Soccer, Z-Out. 



IF YOU ARE GOING to use a contact 
then follow these guidleines: 

1 . Wherever possible, send your 
query along with a stamped 
addressed envelope. 

2. Make sure you explain your 
problem clearly. Don't be afraid to 
use daigrams, illustrations or pieces 
of felt stuck onto cardboard. 

To be a Contact is to help end 
needless suffering in the world. You 
might not think it, but one man or 
woman can make a difference. Just 
send your details as described below 



and we'll do what we can to include 
you in a future issue. 

Name: 
Address: 

List Of Games Completed (in 

alphabetical order): 



services. 



To reward you for your 
we'll send you a piece of software 
from our coffers. Send even/thing to; 
Contacts, The One For Amiaa 
Games, Priory Court, 30-32 
Farringdon Lane, London, EC1R 
3AU. 



WARNING!! 

Don't sleep in the subway darling, don't sleep in the 

pouring rain. And don't send me your telephone 
number without your parents' permission. It ain't the 
done thing. 



And so, another month passes 
without incident. Once again we 
brought you the very best in tips, 
cheats and guides and once again 
you left us wiser and better off. 



■ THE ONE MARCH 1992 




NEXT MONTH 

IT'S BEEN A LONG TIME IN 

COMING... 




THE ONE 



IT'S BEEN THE MOST 
EAGERLY AWAITED 
SEQUEL SINCE TIME 
BEGAN 



IT'S IN THE ONE NEXT 
MONTH 



♦♦♦ 



ITS 

MONKEY ISLAND 2 

LECHUCK'S REVENGE! 




Yes, 

Lucasfilm's 
superlative 
sequel has 
finally arrived 
and we give it 
a complete 
examination* 
No stone is left 
unturned, no 
nook is left 
unsearched, no 
cranny is left 
uninvestigated. 




WIZKID! mt J^^^~n _ 

Our • ^ < V , 

behind-the-scenes g^ftrfr ^ 
team reports on 

what could be jSHHHKKKHKH-, 
Sensible Software's 
greatest release 

PLUS MUCH, MUCH MORE! 



ALSO! 

COMING SOON! 
Your chance to 
win an amazing 
WWF 

WRESTLEFEST 
COIN-OP! Yes, 
the actual 
arcade 

machine COULD 
BE YOURS! 
More details 
next month! 




Next month's The One For Amiga Games. The only magazine with no added 

preservatives. On sale March 21st 1992 




ARCADEACTION GAMES 





STAND-ALONE 

500 COMPUTER 



NEW! CARTOON CLASSICS PACK 

SOFTWARE • PRODUCTIVITY 

DELUXE PAINT III E79.99 

PLUS! FREE FROM SILICA 
ARCADE ACTION PACK £229.78 
PHOTON PAINT 2 D £8995 
TOTAL RRP: £906.67 
YOU SAVE: C507.67 

£399 

9t&A ma - inc w - ratt oeiivow 



HARDWARE: 

512K AMIGA 500 C329M 

A520 TV MOOULATOfi FREE 

AMI RAM EXPANSION £99 99 

SOFTWARE - ENTERTAINMENT 

BARI SIMPSON . . £24.99 
WI PUHET & R.ANETEERS £25.99 
LEMMINGS £2599 

PLUS! 16 NIGHTS FREE 
HOLIDAY ACCOMMODATION 



• 512K AMIGA £329.99 

• TV MODULATOR FREE 

• MOUSE CONTROLLER FREE 

PUIS - FREE FROM SILICA 

• ARCADE ACTION PACK £229.78 

• PHOTON PAINT 2.0 £89.95 

TOTAL RRP: £649.72 
YOU SAVE: £320.72 
SILICA PRICE: £329 
PLUS! FREE HOLIDAY ACCOMMODATION 




SILICA PRICE • INCLUDES VAT - FHEE DELIVERY 




FROM SILICA 
WITH EVERY 




in HnJ 




The new Arcade Action Games Pack ig THE 
software compendium (or Amiga owners, featuring 
ten top titles with a variety of different types of 
games for you to enjoy. Each title is packaged in 
its own plastic case, with a colour sleeve and full 
instructions. The Arcade Action Pack Is FREE! 
when you buy your Amiga 500 from Silica. 



FREE!) _ £219.78 




{FREE! 



PHOTON PAINT 2.0 j 

u 



GRAPHICS PACKAGE 



Every Amiga 500 from Silica Systems comes with a FREE 
Photon Paint 2.0 (RRP EB995). one of the most advanced 
art packages available for the Amiga. With it, you will be 
able to harness the extraordinary graphics power of the 
Amiga and produce inspirational 
pictures In minutes. With 4096 
colours, your pictures will reach life- 
like appearance. These can be 
animated m real-time using a vast 
range o' graphical effects, including 
blending colours and dithering, 
stencils, shadowing. _ *°"™ 
contour mapping and f QQ QC 



surface mapping 




FREE! 



16 NIGHTS HOLIDAY 
HOTEL ACCOMMODATION 



3 



Every Amiga from Silfca comes with a FREE 72 page, full 
colour brochure with accommodation vouchers. These 
vouchers entitle 2 people to stay up to 18 nights in one 
holel (or any number of hotels to a total of 16 nights) with 
accommodation FREE (you 
could take up to six nights for 
four people, or other options). 
Choose from the 250 hotels 
featured in the catalogue. All 
you have to pay for are your 
meals (prices are listed in the 
brochure) Reduced rates in top 
London hotels and hotels in 
France are also featured. 




( TOTAL FREE PACKAGE ) 

ARCADE ACTION PACK - £229.78: 

Astetix - By Coktel Vision £24.99 

Chess Player 2150 - By cp software .. . £24.95 

Drivin' Force - By Digital Magic £24.95 

Live & Let Die - By Ente . £19.99 

Onslaught - By Hanson £24.99 

Pipe Mania - By Empire Software £24.99 

Rick Dangerous - By Firebird £24.99 

Rock 'If Roll - By Rainbow Arts £19.99 

Skweek -Byuseoid £19.99 

Trivial Pursuit - By oomarx £19.95 

ART PACKAGE - £89.95: 

Photon Paint 2.0 - By Microlllusions ... £89.95 



FREE! 

WORTH 
NEARLY: 



TOTAL RRP: £319.73 



£320 



PLUS! FREE HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped In The UK 

• TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service. 

• PRICE MATCH: We normally match competitors on a "Same product - Same pnee" basil 

• ESTABLISHED 13 YEARS. Proven track record m professional computer sales. 

• BUSINESS * EDUCATION * GOVERNMENT: Volume discounts available to* large orders 

• SHOWROOMS: Demonsi rati on and training facilities at our London & S.dcup b'anchas. 

• THE FULL STOCK RANGE: All o' you' Amiga requirements from one supplier 

• FREE CATALOGUES: Will be mailed to you wltn otters and softwate/peripheral details 

• PAYMENT: By cash, cheque and all major credit cards. 

Bflfoie you decide when to Buy you< new Amiga compute, we suggest you mink very carefully aOoul 
WHEflE you Buy it. Consider whai n will da ii»e a tow months alter buying your Amiga, when you may 
require aOOitiorvai peripherals o< sonware. or halo and advice with your new purchase. And, will the 
company you buy (rom contact you with details of new products? At Silica Systems, we ensure thai 
,Ou will havo nothing to worry about We have beon established (or over 12 yean and, with our unrivall- 
ed eioe'teoce and expertise, we can now claim to meet our customers requirements with an urwerstan 
ding which is second to none. Sut don't |uil take our word tor it Complete and rolurn the coupon now 
tor our laiesi Free literature and begin to experience the "Silica Systems Service". 



MAIL ORDER: 

DnSM Unit Ota 



1-4 The Mews. Halhcriey Rd. S*dcup. Kent. DAI4 4DX Tel: 081-309 1111 

M Of- Sal aucur- ePCcffi Wo lair thg". Op«r-r$ Fa. Mo. OS1-3DS 08(8 



Tel: 071-5BO 4000 

Fax No 071-333*737 



LONDON SHOP: 52 Tottenham Court Road. London. WIP OBA 

Ooanmg H& j'i Hen-Sat ajQam-eOPBin Lata MiaM IBuway until flpm 

LONDON ISELFRIDGES): " 1st Floor. 369 Otford Street, London. W1A 1AB "Tel:" 07V629 1234 
urging Hmi Uo«-S«l SJOam-eJOorii Lan Mtgh r TBmaW umi ftyn ««. bi r.tr ■ ,..r 10U 

1-4 The Mews. Hatherley Rd. Sidcup, Kent. 0A14 4DX Tel: wr302 B611 



SIDCUP SHOP: 



Ho: Siftea Systems Ltd, Dept ONE-0991-60. 1-4 The Mews, iShBiie^d. Sp.Tcnt , DAU 40? 

1 1 PLEASE SEND FREE AMIGA COLOUR CATALOGUE 1 



M'.'M's/Ms: 



initials: Surname 



E 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



Address 



.t.»...t..»M<»*<t Mttlltluf 



»»Mt»tHlftttlliti.Mt»4'»i 



* * 



Postcode: .. 



^Vhlch computer(s), if any, do you own? _J 



IT TOOK 6 DAYS TO CREATE THE EARTH 




A brand new animation system combines with 
atmospheric graphics and superb music to bring you 
another top-class Delphlne adventure... 

...Another World 

Young scientist Lester Chaykln never in his wildest dreams 
imagined that it coutd happen — but It did. His laboratory was 
struck by lightning and he was teleported to another 
civilisation, a strange world nothing like earth, where he must 
call upon all his intelligence, >*e^— — 
(raining and resources to survive. M^5!^5T^P^5 



DELPHI 



• Designed and programmed by the designer of the best selling 
Future Wars graphic adventure 

• 2 years development have led to a revolutionary new polygon 
animation technique, featuring fluid, flowing animation of 
characters and objects. 

• Special effects offer a "cinema" style of gameplay: 
■ Zoom 'Panorama • Close-up shots. 

• Main character is joystick controlled, adding to ptayabillty 
and giving a real sense of player Interaction. 

gL • Superb music mixed in Delphlnes In-house 
5Ftjn recording studios 



I 1991 DELPHINE SOFTWARE. 

All right* reserved. 



U.S. Gold Ltd.. Units 2/3 Holford Way, 
Holford Birmingham B6 7AX. 
Tel: 021625 3306. 



LEGEND Of DARKMOON ;EYE OF THE BEHOLDER 111 • SHADOW MKBfl 

Till 0139 654 139 

HIliSIAR • DRAGONS Of FUMI • HEROES OF THE UNCI Til: 019 1 442 029 

CURSE OF THl AZURE BONDS ■ FOOL OF RADIANCE 
' CHAMPIONS OF KBTNN Til: OB91 442 026 

BUCK ROGERS • SECRET Of THE SILVER BLADES 
• EYE Of THE BEHOLDER TEL: 0191 442 030 

OPERATION STEALTH • ANOTHER WORLD • CRUISE FOR A CORKE TIL 0839 654 284 



NEED HELP? CALL THE 

GOLD PHONE 

HINTS & TIPS LINE 



LUCASHLM HELPLINE ■ LE CHUCKS REVENGE [MONKEY ISLAND I| • INDIANA JONES 

• UK MCKRACKEN • MANIAC MANSION • LOOM • SECRET OF MONKEY ISLAND 

• BATTLE OF BRITAIN TIL: 0839 6541 23 

NEW RELEASES • COMPETITION TU: 0839 654124 — — •— ^ 
COMPETITION - £200.00 WORTH' 
OF U.S. GOLD GAMES TO BE WON / 
EACH MONTH. L J 

• At Reta.l P«(o» 



Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7 AX 

I* you or* vnjf 1 0 pivot* g*t ptwmi it ion to uh Hte telephone. Colli (oil 3op per minute i heap rate, 4Bp per minute oil other Hmec 



